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“Unquestionably the 
Game of the Year” 


“A Truly Great Concept 
and Magnificent 
Implementation. 
Amen.” 


“The Most Original 
Game I Have Ever 
Seen... It is Unique!” 


“A Fascinating, Even 
Mesmerizing Experience. 
The Graphic Interface is 
Perhaps the Very Best 
We’ve Ever Seen.” 

- Computing Now 



“Amongst the Best Ever 
Written... God I Love 

it...” 

- Compute 

“One of the Most 
Impressive and 
Entertaining Brain 
Games of this or any 
other year” 

-Videogame & Computer 
Entertainment 


“Populous is an 
Original” 

• Computer Entertainer 


POPULOUS 

You HAVE ALWAYS WANTED TO PLAY GOD. AdMIT IT. 

Now YOU CAN.” 


1990 Strategy Game of the Year 

- Computer Gaming World 

Best Strategy Game 
- Software PtMishers Association 

Top Nine in ’89 
- Compute 

#2 Simulation Game of All Time 
for the Amiga 
-OMNI 1989 

Most Innovative Software Title of ’89 
- Computer Entertainer 

Computer Game of the Year 

- Video Games & Computer 

Entertainment 1 989 


- New York Times, August 15, 1989 

Copyright ® 1989 by the New York Times (’omp.inv. 
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BULLFROG M 

HOW TO ORDER 
Visit your retailer or call 800 245-4525 
ANYTIME for VISA/MC orders. 

IBM and compatibles 5.25" (3.5" available). 
Amiga and Atari ST versions $49.95. IBM is a 
registered trademark of International Business 
Machines, Corp. Amiga is a registered 
trademark of Commodore-Amiga, Inc. Atari ST 
is a registered trademark of The Atari Corp. 
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- Commodore User 1 989 

Best Strategy Game 
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are to discover 
Drakkben—lhe premier title io the 
Draconian line and the First role placing 


A MYSTICAL ODYSSEY 
OF DRAGONS, SORCERERS 
AND DEADLY REALISM 



game that comhines FRF themes with the 
most advanced technical wizardry ever! 

You have been chosen to lead a hand- 
picked hand of four hrave adventurers on 
a treacherous journey. Your quest: to re- 
claim the mystical jewels from the eight 
dragon princes, resurrect the great 
dragon and restore the primeval realm— 
the source of all magic in the universe. 

Never before has there been an ad- 
venture as vibrant with features as real 
as this: 

Three-dimensional graphics present a 
fantasy world in which you truly feel 
you're a part. 

"Real-time” environment renders life- 
like animation with independent 
character interaction. 

More than 150 unique monsters, ogres 
and dragons with over 200 on-screen 
magical spells. 

Personalized characters to match your 
own adventure style— be you scout, 
priest, magician or warrior! 

Available for Uie IBM'VPC compatibles, Amiga™ 
and Atari ST™ Personal Computer. 


D1ZA.CON1AN 


Drakkben: © & TM 1989 Infogtames. United States and Cana- 
dian copyright Data East USA, Inc. Manufactured by Draconian 
under license from Infogrames. Draconian is a trademark of 
Data East USA, Inc. IBM, Amiga and Atari ST are registered 
trademarks of International Business Machines Inc., Commo- 
dore Electronics Ltd., and Atari Corp., respectively. 
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J^othmg 
Bui a 

Com Dog.” 
Can a man 
who wears 
polyester 
slacks 
and "Alf" 

pajamas 
impress the 
stunning 
Stella Hart? 


"Heartbro/ce Motel?” Help Les Manley solve 
engaging puzzles. See genuine felt paintings. 
Animation so real your hips will gyrate. 






ine 



"I Can't 
Help Falling 
in Holes 
For You.” 
Hot mu.sif. 
Hot colors. 
Hot dang. 
Search for 
The King 
recognizes 
over 1500 
words 





search of beautiful 
babes, big bucks and the 
greatest entertainer 
of all time . . .The King. 
Then join P.J. Barrett on a 
fantastic voyage through time 
and space in Altered Destiny.'" 


is about to redefine the world of 
animated graphic adventures 
with two phenomenal 
new games. 

First, meet a hero who 
finds his clothes 
at K'Mart and 
his dates at 
Radio Shack. 

Search for The 
King'" places 
you on the 
of Les Manley as 
he rocks ’n rolls 
across America in 




"I Want a Hunk Of 8umm’ Lf .?. Ju.st one of 
the beautiful babes our hero Les Manley 
could stumble upon. Got any cocoa butter? 



“Lift Me Tender.” Want more? Get Les. Over 
70 bit mapped screens make Search for The 
King one heavy animated graphic adventure. 


Actual game screens from IBM PC/MCGA 
All trademarks and registered trademarks 






Chit minute a guy catmg naeho- 

Havored popcorn. The next, you're mucked 
trough your TV into a fantastic alien world. 



Welcome, fellow traveler, to the Canyons 
of Fear. Put away the reality you’ve knoum. 
You won't be needing it on this trip, 






Altered 
De'^rmy 
was u'ritten 
unci 

designed 
hy Michael 
Berlyn, 
creator of 
Infidel"* 
and 

Suspended"* 
Author of 
"The 
Etertuil 
Enemy." 


Discover 
the Boiling 
Pits 

Altered 
Destiny 
immerses 
you in a 
realm of 
incredible 
landscapes 
This 

definitely 

isn’t 

Kansas. 


Mf'^r Alnar the Metal Shaper. Altered 
Destiny surrounds you with ummugined 
lifeforms It'i hke no game you'oe et-cr seen. 


version of the game. Other versions may vary, 
ire property of their respective owners. 


Enter a marvelous universe team- 
ing with wraiths, fluboxes and 
exotic creatures and landscapes. 
There’s a deep mystery here — 
and only you can help P.J. solve it. 

Fresh. Surprising. Shocking. 
Always entertaining. If you’re 


The best in entertainment software.'" 

I Cirde Reader Service #10 » 


Following Scenes 
phic Material. 


looking for high 
adventure, 
Accolade has two 
graphic examples. 
How to order; 
Visit your favorite retailer or call 

1 - 800 - 245 - 7744 . 







“The third in the 
trilogy of Test Drive 
products is finally here— . 
and it’s tougher, 
faster and flashier 
than ever before!” 




Futuristic and fast. Chevrolet’s prototype 
CERV in is packed with doum-the-road engi- 
neering and f>unch- 0 to 60 mph in 3.9 sec. 



Hurry Theyi 



-» New 

features 
inc/ude 
night 
drii/ing, 

J bad 

^ weather, 
worfcing 
■J headlights 
and u'ipers, 

Jb Instant 
■J Replay 
^ and a 
% 360-degTee S 
Chose Car 
% vieu'. S 



Brace yourself Test Drive 
fans. Test Drive III: The Passion™ is 
unleashed. 

It’s totally new. Totally hot. 
And it’ll totally blow the doors 
off of any driving simulation on 
the market. 

Test Drive Ill’s advanced syn- 


Race head-to-head against the computer 
on branching roads that offer cross tra//ic, 
long funnels and ocean straightaiwzys. 


thesis of bit-mapped and poly- 
gon-fill graphics, plus digitized 
interiors, provides the racer 
with an unprecedented sense 
of speed, realistic road perspec- 
tive and performance. 

You won’t 
just drive 
the most 
beautiful 
and de- 
manding 
roads: 

You’ll 
feel them. 

And in the true 
Test Drive tradition, 

TDIII comes with 


incredible 

cars. 

Settle 
into the 
futuristic 
cockpits 


■■■■V.V.V«V.V.W.V.V.V.%V.SV.VV.\W«V.V.'.V.'-V-W.“. 




Digitized dreams. Race sleek and sexy proto- 
type sports cars through the most detailed and 
graphically "real” world of any driving gafne. 


Actual game screens from IBM PC/VGA 
All trademarks and registered trademarks are 







COMING SOON! 
TDIII add-on disks, 
containing both 
scenery and cars. 


Unmatched realism. TD 111 allows you to 
irou' your car in reverse, drive back the way 
you came, take multiple routes — explore! 


Complete 
sound and 
music 
support 


leading 
sound 
boards 
throughout 
the game. 
Add‘On 
disks 
contain 
both 
scenery 
and cars. 


4 , 35 'horse po' 


>wer ^ ^ 

Lamborghini Diablo™ ^ ^ 
The Passion’ Who tjijSo hot thj 
for a limited time^4mcolade W' 
give a frefe Tes^Drive Ih-Dashy 
board Sun Shade fot your^owi 
dream rbach'ir^witlf^^fy^C 


Better move fast. 

> These free Test Drive 111 
Dashboard Sun Shades 
wont last forever. 


Blow by 
some 

oceanfront 
property 
at 200 mph 
plus. 
Feel the 
CERVIII 

hug the 
highway. 

It just 
doesn't get 


e Going 


of three exclusive and ultra- 
expensive prototype sports cars— 
the 225 mph 
Chevrolet 
CERVIIi;^ 
$2 million 
Pininfarir^ 
Mythos™ the 


game purchasedv'S^gi^^^fwpartic' 
ipating fetaif^ details 
TesvDrive llltwe/Passifin. The 
fastest' selling driving |^mes of 
all time fast gb| faster/ 

How to ordfer: Vis^ your favorite 
retailer orcall 1*300-245-7744. 


The best in entertainment software. 
Circle Reader Service #1 1 


'ersion of the game. Other versions may vary. 
)roduced under license from their respective ov/ners. 





Relive your greatest crashes on Instant Replay 
or check out your driving situation on the 360- 
degree Chase Car view with variable Zoom. 
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Breach 2 \s now available at your favorite retailer, or order direct 
from Mindcraft at 1-800-525-4933. 


Actual photos from the IBM VGA version. Other versions may vary. 


Breach 2 is distributed by MIcroProse Software, Inc. 


Challenge the Future! 


Lead your squad of space marines into man-lo-man 
combat in alien jungles, man-to-alien combat 
aboard hostile spacecraft, and wherever else your 
imagination can take you! 

Omnitrend's classic tactical wargame now has a new 
look and an Improved player interface! 

Colorful graphics! Rich sound! Role-playing missions 
with intelligent opponents! 


Link missions together into campaigns within 

Breach 2 and other games with Omnitrend’s Inter- 
locking Game System! 

Now FOURTEEN built-in scenarios! And more avail- 
able! Or build your own with the complete Scenario 
Builder included! 

Omnitrend’s Breach 2for the IBM/Tandy, Amiga and 
Atari ST! Now from Mindcraft! 

Now better than ever! 
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Accolade 

550 S. Winchester Blvd. 

San Jose, CA 95128 ‘ 

STRATEGO: Fans of the classic 
"Stratego" boardgame from Milton Brad- 
ley will be very pleased to see the 
wonderful computer translation done by 
Accolade. A graphic delight featuring dif- 
ferent styles of boards and pieces, plus a 
catalog of initial set-ups, three clever new 
tournament rules, and a campaign game. 
All give this game everything but (alas) a 
two-player option. IBM and Macintosh 
($49.95). Circle Reader Service #1. 


Advertiser List 

Abracadata 

44 

Accolade Inc. 

4-7, 30-31 

Access Software 

79 

AdUb 

63 

Advantage Ace 

61 

APBA Game Co., Inc. 

74 

Arcade 

95 

Blue Valley Software 

112 

Brownwagh 

109 

California Dreams 

39,41 

Cape Cod Connection 

45 

Game Street GSA 

82 

Chips & Bits 

8001 

Command Simulations 

90 

Computability 

59 

CGW Back Issues 

76-77, 120 

Computer Learning Month 

117 

Conflict Analytics 

70 

Covox, Inc, 

82 

Cyborg Games 

50 

Data &ist GSA 

3 

Duggan DeZign, Inc. 

123 

Bectronic Arts Distribution 

66 

Electronic Arts 

2, 97-99 

Enchanted Horizons 

123 

Gametek 

71, 73 

General Quarters 

12 

Glacier Edge Technoiogy 

86 

Gosselin Computer Consultants 

86 

Infocom 

89 

Interplay 

11 

Interstel Corp. 

105 

JCL Services 

43 

Joppa Computer Products 

78 

Koei 

103 

Lance Haffner Games 

85 

LucasFilm Games 

21, 23 

Manta 

118 

Maxis Software 

107 

MicroGames 

36-37 

Microplay Software 

55 

Microprose 

25 

Mindcraft Software 

9 

Mission Control 

91 

Novastar Game Co. 

67 

Origin Systems 

124-125, 130 

Paper Mayhem 

85 

Paragon Software 

119 

Roland Corp. US 

33 

Sierra On-Line 

13 

Simeoarum Systems 

78 

Sim Systems 

101 

Sir-Tech Software 

113 

Spectrum Holobyte 

111 

Spinnaker Software 

87 

Strategic Simulations, Inc. 

27, 127 

Supremacy Games 

86 

Three-Sixty Pacific 

49 

Tiglon Software Systems 

47 

Twin Engine Gaming 

35 

Viking Software 

51 

Virgin/Mastertronic 

42 

Wesson International 

29 

Ultra 

15, 129 



Stratego 



Mickey's Crossword Puzzle Maker 



Matrix Marauders 


Electronic Zoo 

3431 -A Benson Avenue 
Baltimore, MD 21227 

TENNIS CGP: This game features just 
about every gimmick imaginable for the 
true tennis aficionado (spins, smashes, 
drop shots, four different styles of courts, 
32 seeded opponents plus design-your- 
own opponents, doubles or single play 
for one or two players). Unfortunately, 
it’s just so hard to hit the ball back un- 
less one is adept at arcade games! Nice 
split screen effects for watching both 
sides of the court at once. IBM, Amiga 
and Atari ST ($39.95). Circle #2. 

Interplay 

3710 S. Susan, #100 
Santa Ana, CA 92704 

CHECKMATE: Yes, Virginia, there is a 
chess program that can beat the snot 
[Ed. — Daue, change "snot" to "heck"] 
out of you! Like Spock’s chess computer 
on Star Trek, this program actually 
learns as it plays, adding more and more 
opening moves to its initial book of 



Duck Tales: The Search for Gold 



Tennis Cup 

300,000+. Fast-playing, with plenty to 
offer beginners and lots of clever fea- 
tures, this might be the strongest entry 
yet into the computer chess game 
market. IBM ($54.95). Circle #3. 

Psygnosis Ltd. 

South Harrington Buildings 
Sefton Street, Liverpool L3 4BQ 
United Kingdom 

MATRIX MARAUDERS: This is a com- 
bination race and arcade game with plen- 
ty of shoot-’em-up action. While the 
graphics are not state of the art, the cam- 
paign game competition and null modem 
play capabilities give this game some- 
thing to offer the market. Amiga. Circle 
Reader Service #4. 

Silmarils 

c/o Odyssey Software, Inc. 

PO Box 367 
N. Eastham, MA 02651 

COLORADO: Made in France (with 
English and German rules for some 
reason), the scant documentation leaves 
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"Interplay 's newest role-player tackles 
the Tolkien trilogy with top-flight 
graphics, sound and a new play system 
thatshould makeadventuring in Middle 
Earth more realistic than ever before . " 

-Video Gomes & Computer EntcrUiinmeut 

Interplay Productions presents the 
first role-playing computer game 
encompassing the epic fantasy world 
of J. R. R.Tolkien’s Middle Earth. 

Players journey througha world 
inhabited by hobbits, elves, dwarves, 
and wizards, falling in and out of the „ 

clutches of wolves, wargs, trolls, orcs,<"_;, 
and ghosts, all the while protecting 
the one true ring from falling intaWi'e 
grasp of 
the evil 
Lord Sauron 
and hls^ 
Dark 
Riders. 

IBM screens pictured. 


"Resplendent graphics and loving 
attenlion to the Tolkien lore prove dial in 
The Lord of the Rings. Interplay is out lo 
lorgeone 
ring game lo 
rule them 
all!" 

"But then the Durh Cord Suunin ComfUltUI 

irUkud the elves. The ftlnm uuue . \aj ../ i 

thetr iveareni great powen>. (itilllllHJ WOlkl 




Combining 
the best 
elements of 
role-playing 
and graphic 
adventures. 

The Lord of the Rings, Vol. I uses 
stunning full screen, top-down, 256 
color VGA graphics, smooth four 
directional scrolling, digitized sound, an 
easy to use point-and-click icon 
interface, and an olf-line paragraph 
system to bring the depth of the true 
Tolkien experience to life via the 
computer. 

“The Tolkien estate finally made the right 
choice with Interplay!’ 

-Into Magazine 


tU-.4k 








• 1 ^.. ^ 

''''A-. ' 

B/. I. cai. 1-.^-p69-Gij0^^ffbte 'm.^S-Q^ioc$54M. Amiga coming soon. 

The program is published with the cooperatldlfdihe Tolkieif.E^s/i ^ tWir /^Ushers, GeallKAlierr& Unwin (publishers) Ltd. 7 he plot of The Lord ol 
the Rings, the characters of the hobbits, aaAme other characters ftSm The LM of the Rings George Aden S Unwin Publishers Ltd. 1966 1974 
1979 1981 it) 1990 fhtajjf^i^roffucldsns. All nghts lessrvi’d MS- DOS iS a trademanolMicrpstitt Corporation. 



Rumor Bag 
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(Continued from CGW #76) 

the interrogator’s eyes glis- 
tened with sadistic glee 
as he loomed over me. 

He flashed a bright light direct- 
ly into my eyes as though 
he were trying to prove 
there was something worse 
to look at than CQA 
graphics. "And what do you 
know about Spectrum 
HoIoBytc’s Pearl Harbor 
game?" 


"Look," I stammered, "I 
don’t know anything. I 
heard Alan Zimm, the desig- 
ner of Action Stations was 
working with them on such 
a project and 1 heard the 
marketing plan was to tie in 
with the 50th anniversary of 
the attack itself. Kind of a 
banzai marketing ploy 
trying to sneak up on a 
sleepy wargaming market if 
you ask me." He frowned as 
I uttered the last sentence. 

Guess my humor had bombed. My mind 
went into a tailspin and 1 knew I was sunk. 
/£d. — Groan.] 

Speaking of going into a TaleSpin, I sud- 
denly remembered that Disney had just 
licensed the computer game rights to their 
hot new cartoon series to Capcom. Cap- 
corn is presumably planning on creating a 
Nintendo cartridge and possibly a disk- 
based game. In fact, they even managed to 
get the GamcBoy rights to DuckTaies and 
Who Framed Roger Rabbit?. Fortunately, 
my captor didn’t ask me anything about 
that or I would have sung like a 
mouseketeer on 'Talent Roundup Day." He 
grabbed a large pot of what I presumed 
was a hot liquid and prepared to throw it 
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BANZAI 

Death Sortie of 
the UN Yamato 

IBM, APPLE II 

ANNIVERSARY SPECIAL 

« 

« 
I 
« 

SEND S.A.S.E. OR CALL FOR DETAILS I 

GENERAL QUARTERS 
SOFTWARE 

P.O. Box 1429 
Torrance, CA 90505 
(213) 547-0597 
(800) 541-1411 (Outside CA) 



Circle Reader Service #40 


The Rumor Bag 

by Felix Ian Bond 

on me if I didn’t cooperate. 

"Now, what we really want 
to know," he glared with a 
expression that was even 
more hideous than that of a 
marketing executive after 
he’s just read a negative 
review of one of his 
products, "is what happened 
to all those space games?" 

1 swallowed with great dif- 
ficulty. "I don’t suppose you 
mean Star Reet 2: Krellan 
Commander (Version 1.5)? 

I mean, they’re trying to get 
every known bug out of it." 

He shook his head slowly 
and prepared to dump the 
liquid on me. "Did you 
mean Interstel’s Armada 
2525? They’ve postponed it 
until the first quarter of 1991." The pot 
moved inexorably toward me. "I can tell 
you about the secret mission disk for Wing 
Commander. It seems the Kilrathi have an 
ultimate weapon. Get it? That’s the key to 
the secret mission. You have to destroy 
their ultimate weapon." 

I guess it wasn’t a good enough answer. I 
was suddenly soaked with more water than 
they’d pour on a girl named Bambi on a 
"Wet T-Shirt Night." I could have started 
swimming except for the fact that the seat 
they had placed me upon had started to 
rise toward the ceiling. 

"Tell us about Wing Commander 2," my 
tormentor demanded. 

"It’s due in the first quarter of ’91," I 
shouted as my chair rose ever higher. "It’s 
going to be a stand-alone game and Origin 
might be doing a complete series using the 
game system." He frowned. The chair kept 
rising. 'They’re working on adding tailgun- 
ners," I shouted. It kept rising. 'They’re 
upgrading the technology of existing ships 
and adding new ships for this one." I was 
ducking as the chair neared the ceiling. 

"They’re even kicking around the idea of 
placing a neutral alien race into the game. 

These aliens could either help you under 
certain conditions or join the Kilrathi under 
other conditions." I scrunched myself low in 
my chair and closed my eyes. 

My interrogator laughed hideously as the 
ceiling opened and I found myself seated in 
front of the main bar in the Safe House. "En- 
joying yourself?" asked the bartender. 1 
opened my eyes and realized that Lord 
British, Mike Stackpole (of Wasteland 
fame), Dave Arneson (working on Bard’s 
Tale IV for Electronic Arts) and Rick Mul- 
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ligan (in charge of on-line 
games for GEnie) were all 
standing around laughing at 
me. Sitting upright in my chair, 

I tried to regain my normal 
stoic composure. I realized I’d 
been set up when I started 
chasing down this Allen Varney Games 
rumor. 

"Come on, guys," I complained, "enough’s 
enough. I’m a reporter, for goodness sake, 
not a spy. How am I supposed to write a 
column if you guys don’t give me the 
straight scoop?" 

They decided that was fair enough, so 
Stackprole told me this great story. It seems 
that some of the Phoenix Cardinals were at- 
tending a literacy rally at a local comics 
book shop and someone mentioned role- 
playing games. One of the running backs 
for the Cardinals was explaining what RPGs 
were to Dave Galloway, a defensive end for 
the Cards. "I get it," said Galloway, "I’ve 
been playing a computer game like that. 

It’s called Wasteland." The football player 
turned to Stackpole and said, "Have you 
ever played Wasteland?" 

Now, normally, you understand. Stack- 
pole would have said something sarcastic 
like "Buy a vowel, guy! I wrote the game." 
But even Stackpole doesn’t get sarcastic 
with a 250-pound lineman. 

"It’s a humorous situation," I admitted to 
Stackpole, "but it isn’t the kind of stuff my 
editor looks for. Couldn’t you tell me some- 
thing about some of those secret projects 
at Interplay?" Wouldn’t you know it? That 
was the second time I ever knew of Stack- 
pole being speechless. All I knew of 
Interplay’s future plans was that they had 
completed a deal to publish European pub- 
lisher Delphine’s sequel to Future Wars, 
Operation Stealth as a James Bond adven- 
ture. Only the O.S. version will utilize the 
James Bond license. 

Lord British had news, however. "Good 
subjects," he jovially remarked, "I hath 
recently glanced a missive concerning the 
Worlds of Ultima series. Wouldst thou care 
to know the name of the ultimate bad 
guy?" When we all assented with good 
cheer (some with a hearty "Cheers!"), the 
sovereign of Britannia declared that Johann 
Spector™ will be the OBG throughout the 
series. 

As the hour grew late, I asked if my 
restraints could be removed. The group of 
designers mumbled among themselves and 
finally. Lord British proclaimed that I might 
be released if I could offer one more bit of 
information. "All right, milord! But do not 
shoot the messenger, I prithee. One of thy 
mightiest competitors doth exp>ect to spring 
forth with Might and Magic III in the late 
Spring." His majesty smiled as he signaled 
the rest to release me. He told me he actual- 
ly hopes it’s a major success. CGW 
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Order King’s Quest V from your local software dealer, or call the 
Sierra Sales Department toll free at (800) 326-6654. Outside the U.S., dial (209) 683-4468 

Available on Disk and CD! 


Cme Into the World ofKin^s Quest y- 


Actual VGA screen 


and Bring the Fandty! 


Roberta Williams returns to your computer screen 
with the most wonderful King's Quest ever! 


T 

■ his time your whole family will journey with Good 

m King Gr^am and Cedric the taking owl through 
JL the eerie gloom of the Dark Forest, across blazing 
deserts, over vast mountains and oceans in search of 
the missing royal family of Daventry. The mvid game 
scenes, lifelike animation and breathtaking soundtrack 
will transport you on a fabulous journey to another ivorid 
where characters ivill actually speak to you and each 
other in their own voices. * No typing is required, so »' 
family members of all ages can travel along. 

It’s not like playing a game - it’s like being 
Experience the magical world of King's • 

Quest V, and discover why more peopla 
have played King’s Quest than any 
other computer game series in 
history. ' ' ' 


CD-ROM version only 


V SIERRA 


is a registered trademaiK of Sierra On-une. me. 
Sierra On-Line. Inc.' 1990. All nghts reserved. 


Sneak Preview 


When You're in Command, 

Commandl 


An Intelligence Scan Of Microplay* s Command HQ 

by Alan Emrich 


To the Commander-In-Chief, Allied Sector: 

Our agent has returned from his clandestine operation 
deep within Ozark Softscape. This mission was a com- 
plete success (codename "Ranger" has never failed us) 
and his G2 (military intelligence) report follows. Note that 
this report is being filed while Command HQ is still under 
construction (Alpha and Beta copies were examined), so 
some elements are subject to change. [End of message]. 

A few hours prior, back in the debriefing room. . . 

"Well, Ranger," the Commanding Officer (C.O.) began in his 
usual crisp, no-nonsense manner, "what did you find out from 
Operation Ozark?" 

"Plenty, sir. We’d better brace for massive telephone calls. 
Christmas, Mother’s Day, Thanksgiving Day — they’ll seem 
light to the phone companies once this software is released. 
We could be looking at a complete collapse of telecom- 
munications as we know it. An overload, sir. There’s more 
there than we thought. A lot more. . ." With that, I began to 
explain the following: 

Situation Report 

Command HQ is a strategic level (armies, fleet and air for- 
ces) strategy game ("wargame," if you will) of global conflict 
in the 2C)th and 21st centuries. While a plethora of strategy 
options and unit types are available to participants (during 
both the actual wars and their cold war preludes), the inter- 
face is miraculously simple and the mechanics well explained 
in the simulation’s documentation. With modem play as its 
heart and soul. Command HQ can be played two-player via 
direct calls, networking, at the same computer or, of course, 
solitaire. 



OOMMAND 


A Fast Paced Game Of Strategic Global Conquest By Don Bunten, 


Global Perspective 

As one views the monitor and takes in the map)-at-a- 
glance view of the entire world, the enormity of 
global campaigning becomes apparent. Where are 
the objectives concentrated? Where will the vital maneuver 
choke points be? How should one’s forces best be deployed and 
marshalled for attack and defense? 

The world is a big place, and there are four distinct objectives 
on the Command HQ geography. Of primary concern are the 
two Capitols, one hrelonging to each opponent. Like capturing the 
flag in Stratego, capturing an opponent’s capitol wins the war. 

Logistical Support 

Nevertheless, wars are fought, above all, with money. To that 
end, the vital economic terrain of cities comes into play. Each 
city, in addition to offering defenders a combat advantage and a 
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place to base one’s air forces, produces $5,000,000 
per turn. Bases, too, are an important terrain feature. 
Similar to cities in that they offer strategic anchors 
for defending one’s position in addition to function- 
ing as vital airbases in remote areas (which becomes 
important when "staging" aircraft to new locations), 
bases, however, generate no revenue. 

Rnally, there is oil. While of no consequence during the earlier 
scenarios, oil becomes a crucial element in the modern games. It 
is oil that allows the cities to contribute their revenue to the war 
effort. Oil keeps the troops marching and the air force flying. 
(Ships, however, are all "nuclear powered" and require no oil). 
When a shortage ensues and one’s reserve is depleted, the conse- 
quences become rapidly apparent. While not enough to cause 
the collapse of the entire war effort (depending on the severity of 
the oil shortage), the "squeezing" effect on a player’s war 

(Continued on page 39) 
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TITLE: 

Command HQ 

SYSTEM: 

IBM 

# PLAYERS: 

1-2 (Modem) 

PRICE: 

$59.95 

PUBLISHER: 

MicroProse 


Hunt Valley, MD 





MINES 

Set them in key locations. 
Up to three per screen. 


FLASHLIGHT 

Illuminates under- 
ground passages. 


OMIW! 


INGRAM 19 
MAC-II ^ 
Semi-automatic 
submachine gun. 
Silencer optional. 


BOMB BLAST SUIT 

Shields you from 
explosions. 


BERETTAM92F 

Single action hand 
gun. Silencer optional. 


ROCKET LAUNCHER 
Destroy enemy equipment 
from a safe distance. 


BODYARMOR 

Will reduce 
damage by 50%. 


REMOTE CONTROL MISSILE 

Guide it with your control pad. 


ANTIDOTE 

Neutralizes poisons. 


GASMASK 

W Only means of 
survival in 
gassed out areas. 


COMPASS 
Helps you 
^ navigate through 
^ uncharted 

ANTENNA deserts. 

Allows you to use 
transceiver despite enemy 
jamming devices. 


TRANSCEIVER 

This is your most valuable piece 
of equipment. With it you'll receive 
vital information from head- 
quarters telling you where to 
ihnd essential weapons and 
supplies 


INFRARED 

GOGGLES 

Used to detect infrared alarm 
sensors. 


OXYGEN TANK 
Keeps you breathing 
underwater. 


MINE DETECTOR 
Discovers location 
of enemy mines. 


BINOCULARS^^ 

Allow you to see 
one screen ahead 
without risking 
your life. 


GRENADE — 

LAUNCHER 

Launch deadly grenades 
into sd'ategic locations. 


IRON GLOVE 
Allows you to locate 
hidden doors with a 
single punch. 


PLASTIC 
EXPLOSIVES 
For perfectly timed 
explosions. 


In this intense maze game, your mission is to destroy the ultimate weapon: 

METAL GEAR. You'll accomplish it by winding your way through five enemy strongholds, 
seeking vital information from hostages and searching for essential weapons and equipment, 
while occasionally tripping hidden alarms. 

if you hope to survive, rely heavily on your transceiver, 
your map and your wits. And a word to the wise: 

don't believe everything you hear. games 


Screen shown: IBM* Screen shown: IBM* Screen shown: Commodore* Screen shown: IBM* 

Metal gear is now available for IBM and Commodore: ULTBAGAMES* is a registered trademark of Ultra Software Corporation. 
METAL GEAR™ is a trademark of Ultra Software Corporation. IBM* is a registered trademark of International Business 
Machines, Inc. Commodore* is a registered trademark of Commodore Electronics Ltd. ULTRAGAMES. 900 Deerfield Parkway, 
Buffalo Grove, IL 60089-45 10. G 1990 Ultra Software Corporation. Att Rights Reserved. 




Sneak Preview 



Secret 


Weapons 


nfiltrating the Design team 


ofthi 

; Design TV 


Luftwaffe 


by Russell Sipe 


cording to what kind of damage you sus- 
tain. Additionaily, there are more visuai 
clues to damage such as builet holes, oil 
splattering on your windshieid, engine 
fires, smoke, et.ai. There is a more 
detaiied worid in SWOTL. The ground fea- 
tures are much better. Take a iow run 
over a factory to see what we mean. 
Speaking of graphics, SWOTL is the first 
game in the series to support VGA 
graphics, which means more detailed 
planes, gradient skies, etc. 

The flight dynamics are more realistic. 
This time around there is an expert 
mode which gives the player separate 
rudder control. By the way, for a real chal- 
lenge, try surviving a tour of duty flying 
the squat little Me-163 rocket plane. It 
had skids for a landing gear! More pilots 
were killed learning to land the plane 
than were ever killed in combat. Landing 
a rocket plane on skids? Piece of cake! 

Finally, there is a more detailed 
strategy game. As the German player 
you must allocate R&D (research & 
development) points in order to bring ex- 
periential technologies (such as jet 
aircraft) into being. The German also has 
the task of staging his various aircraft 
Gmppen within range of where he ex- 
pects the Allies to attack. The (JS player 
must decide which German industries to 
attack (oil, transportation, aircraft as- 
sembly, aircraft engine, etc.). 


o paraphrase the old Movietone 
newsreels "Larry Holland Marches 
On". First it was Batllehawks 1 942 
(CGWs Action Game of the Year 1989), 
then it was Their Finest Hour (CGWs Ac- 
tion Game of the Year 1990). How Larry 
has brought us another in his boffo line 
of hits: The Secret Weapons of The 
Luftwaffe (SWOTL). 

Think back to the scene in Lucasfilm’s 
Raiders of the Lost Ark when our hero, 
Indiana Jones, dukes it out with a World 
Wrestling Federation-sized Nazi while a 
Nazi flying wing taxied out of control as 
a backdrop. Lucasfilm has always been 
fascinated by that plane and their hero, 
Indiana. The box artwork for SWOTL (the 
full box, not just the painting reproduced 
here and on our cover) looks like it 
should be entitled "Indiana Jones and the 
Secret Weapons of The Luftwaffe". Hey, 
those guys in marketing at Lucasfilm 


Games know what they are doing, right? 
Indiana versus Nazis is a guaranteed 
marketing hit. OK, so they got you to 
pick up the box and look at it. Next, you 
turn the box over and see that while In- 
diana is no where to be found, the flying 
wing lives! 

SWOTL recreates the daylight bombing 
raids in Germany from 1943 to the end 
of the war. In addition to exotic new 
planes such as the Me-262 jet fighter, Me- 
163 rocket plane, and Gotha 229 flying 
wing, you get to fly other favorites such 
as the P-51 Mustang, P-47 Thunderbolt, 
FW-190, and last but not least, the B-17 
Flying Fortress. 

There are numerous improvements that 
Holland has made in SWOTL. There is 
more detailed damage. Damage is allo- 
cated to various aircraft systems and 
flight/combat performance changes ac- 


In connection with the strategic element 
in the game, Lucasfilm Games brought in 
one of the leading CIS authorities on the 
Luftwaffe, Dr. Williamson Murray, author 
of Strategy For Defeat: The Luftwaffe 
1933-1945 as a consultant. In addition to 
his expertise in the history of the 
Luftwaffe, Dr. Murray also understands 
gaming (he is the faculty advisor for the 
Ohio State Wargaming Club). CGW was 
invited to sit in on a design session of 
SWOTL. In addition to "eavesdropping" 
on Larry Holland (designer) and Dr. Mur- 
ray, we were invited to ask questions. 

Here is a portion of that session: 

SWOTL Design Session 

Holland: SWOTL will have a strategic 
side to it. You will have control over the 
production and strategic disposition of for- 
ces. Therefore I want to build a simplified 
model on how the war economy in Ger- 
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Selecting targets for the day. Watching a fellow B-1 7F get hit. 



In a P-51, going after Me.262s (r) that Just made a pass on a B-1 7 (1). 


many worked and its im- 
plications for the Luftwaffe. 

Raw materials, manufactur- 
ing centers, the whole web 
of interconnected things. 

For example, in yesterday’s 
session you mentioned the 
value there would have been 
if we could have destroyed 
Germany’s electrification sys- 
tem. I want to identify what 
those important elements 
are so that the players af 
SWOTL can target different 
sectors of the economy. 

Murray; From the mid 
1930’s on, the O.S. Army 
Air Force studied these 
aspects of economic warfare 
which you are asking about. 

These studies were put to 
use during WWII and again 
studied in great detail after 
the war was over. There are 
many things that we can 
draw on here which will make the game 
more realistic. 

Very clearly oil was a crucial link in the 
German economic system. The problem 
was that to get at the oil effectively you 
needed a force structure that could at- 
tack a wide variety of targets. In 1943 
that force structure wasn’t big enough. 

Holland: What about oil production? 

Murray; Rumania had large oil fields 
that supplied the crude for the refineries. 
[Ed. — The Ploesti raid will not be in 
SWOTL, as it falls outside of the scope 
of the game.] Oil production in Ger- 
many, however, was synthetic-based 
(from coal). Great refineries such as Mag- 
deburg processed coal into oil products. 

Holland: Were the German refineries lo- 
cated at the coal deposits or was there a 
significant transportation factor involved? 

Murray: There was a significant 
transportation factor. Magdeburg was lo- 
cated away from the Ruhr for a strategic 
reason; it was much deeper in the Reich, 
making it harder to attack. 

I think that if the Allies had started hit- 
ting oil in 1943, particularly given the 
size of Leuna, they could have done 
some significant damage (because the 
Germans were desperately short of oil in 
1942/43). 

CGW: Is part of the reason that we did 
not attack the oil in ’42/43 because we 
were not aware that the Germans were in 
such difficulty? 

Murray: Yes. 

CGIV; How do you plan to handle that 
"fog of war" question in the game design? 


Holland: 1 haven’t worked that out at 
this point. Certain things, like oil, are ob- 
vious targets given the hindsight of his- 
tory. However, how the Germans defend 
the oil could be variable, for example. 

CGW: Is it possible that the game could 
include a variability on the importance of 
oil as opposed to hitting, say, transporta- 
tion? 

Holland: Yes, there is a whole web of 
interconnections in the German 
economy. That is what I am trying to 
work out. For example, oil is important 
but harder to hit in 1943 because the 
force structure is too small to penetrate 
to the inland refineries. Given that, I ask 
myself "what other segments of the Ger- 
man economy are linked to oil that could 
be neutralized given the force structure 
available?". One would be transportation. 
The railroads are accessible and are im- 
portant targets themselves. 

Murray: After the war it became ap- 
parent that the German electric industry 
was an enormous weak link. The dam 
raids in May 1943 are a very significant 
aspect to all of this. If they could have 
taken out that third dam, the Sorpe dam, 
then the Ruhr would have had no water 
and no electricity. [Ed. — 617 Squadron 
used skip bombs to take out the 
Mohne and Eder dams on May 1 6, 

1 943. The attack against Sorpe dam 
did not succeed.] If you could work that 
into the game it would be good. 

The irony of the dam raids was the fact 
that after the Brits took out the two dams 
they marked them off their list. The air 
forces had an unwillingness to go back 
to targets after they hit them. After the 


dams were destroyed the 
Germans rebuilt them in 
summer and fall 1943. 
You’ve got thousands of 
workers, huge amounts of 
concrete being poured, plat- 
forms everywhere. All you 
needed was one 500-pound 
bomb to blow the whole 
thing to smithereens. Not a 
single aircraft was sent in. I 
don’t know how you would 
work that into the game, but 
the incapacity or unwilling- 
ness to return to targets was 
significant. 

Holland: That will be fairly 
easy. The targets are real tar- 
gets. They have the 
capacity to rebuild. 1 wanted 
to put this into Their Rnest 
Hour [but did not]. 

CGIV; Why didn’t the allies 
go back to these targets? 

Murray: Inquiring minds were required 
[but were lacking]. After looking at the 
motion pictures from the air of the B-1 7 
raids you see these huge bombing pat- 
terns on the ground, such as at Schwein- 
furt, and you say, "nothing lived. They 
beat the hell of the target, write it off. 
[Schweinfurt was attacked again, but not 
until three months later]. The problem is 
that the allies should have been asking 
themselves the question "What evidence 
do we have about the capacity of targets 
to regenerate themselves after substan- 
tial damage had been done?" If they had 
asked that question they could have 
looked at the example of Coventry, 
which is a major industrial center, and 
asked themselves "how quickly did the in- 
dustries and city recover?" Unfortunately 
they did not pay attention to the lessons 
of history, even their own recent history 
in the Battle of Britain. 

Holland: Having Just done a Battle of 
Britain game, the parallels [with the 
strategic bombing offensive against Ger- 
many] are amazing. The Germans 
needed air superiority prior to the in- 
vasion of England. The Battle of Britain 
was Germany’s attempt to gain that supe- 
riority. You can just flip that around to 
what the Allies wanted in 1 944, which 
was essentially to gain air superiority, not 
just around the beaches but the whole 
area. This is a simple yet striking parallel 
between the two periods. 

Murray; One of the great ironies of the 
war was that strategic bombing by itself 
was supposed to be decisive in and of it- 
self in what it would do to the enemy 

(Continued on page 123) 
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The Claws of the Tiger 

Origin* s Wing Commander 

by Dennis Owens 





TITLE: 

Wing Commander 

SYSTEM: 

IBM with 640K 


Hard Drive Recommended 

SOUND: 

AdLib, Rolar>d , Sound Blaster 

PRICE: 

$69.95 

DESIGNER: 

Chris Roberts 

PUBLISHER: 

Origin 


Austin, TX 


F rom the opening scene with 
the conductor tapping his 
podium for the attention of 
his orchestra to the closing mo- 
ments of the final mission’s 
dynamic battle, Wing Com- 
mander offers a stirring display of 
stylish pacing, stunning graphics, 
inspiring sound and exhilarating 
space combat action. Pushing the 
envelope to the very edges of the 
galaxy, the latest in a long tradi- 
tion of space combat simulations— 
stretching back t^efore even 
Rainbird's Elite— is a swirling, 
zero-G dash through blazing 
space cannon, dazzling plasma 
blasts and missiles going "zing." 

Beautifully designed graphics, a 
storyline almost cinematic in 
scope, and a musical score alter- 
nately inspirational and laden with 
the angst of being far from home 
and isolated in deep space all 
combine to create a stellar war- 
fare adventure in every sense of 
the word. 

Wing Commander shares char- 
acteristics of Star Reet I and 

Deep Space, but surpasses both— and indeed, all space flight war- 
fare simulators— in every way imaginable, from variable views of 
the inside of different starfighters, to the explosions of enemy tar- 
gets, the handling of space flight, and the amazingly poignant 
comments from NPCs as the player’s character advances or 
ends up being demoted. 

The soundtrack shifts from location to location, event to event 
and even intensifies or lessens during battle, according to the cir- 
cumstances or to how the solar winds blow. 

Wing Commander's fiction seems simple and fairly standard; 


commAnDEs 


the player’s character begins as a 
rookie starfighter assigned to the 
most decorated spacecraft carrier 
in the Terran fleet. However, after 
the player names his character, 
assigns his "pilot" a callsign, and 
finds himself in the bar, every- 
thing standard about the fiction 
falls away. Familiar gaming 
devices such as the saved game 
(to be discussed later in the ar- 
ticle) are so neatly tucked into 
the gameplay that, instead of inter- 
rupting the suspension of dis- 
belief, they frequently add to it. 

For instance, training in han- 
dling a starfighter, at which the 
character is already supposed to 
be, at least, minimally proficient, 
is afforded to the player through 
the use of a flight training 
simulator. Essentially, a video 
game within the larger fiction of 
Wing Commander (set up in the 
bar, no less, a la The Last Star- 
Tighter), the trainsim does serve a 
valuable purpose, it is there 
where, for a bargain price (free!), 
the character can ostensibly bone 
up on the latest tricks and moves 
of the enemy he will be facing 
(while the player is, in actuality, 
familiarizing himself with the 
basics of starfighter flight). But 
Wing Commander supports that 
fiction, because it is, after all, bet- 
ter to learn in the trainsim than 
flying unshielded and unarmored into the teeth of a Gratha. 

In other areas, as well, the game ingeniously combines the 
needs of the player with the fiction of the character. The bar- 
racks area, for instance, is the only location in the game where 
the player’s game can be saved. Wing Commander allows the 
player to access any of the game’s eight save positions by point- 
ing and clicking on any of eight beds arranged in the room. Click- 
ing on the foot of the bed indicates that the player wants to 
sleep/save and clicking on the head of the bed indicates that the 
player wants to awaken/restore. Wing Commander is loaded 
with such inspired and player-friendly touches. 
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These, however, are just the peripheral charac- 
teristics of Wing Commander. At its heart, of 
course, is the spaceflight and the combat. It is 
when the starfighter leaves the carrier that the 
game really begins. 

The enemy cat-like creatures called Kiirathi 
are good, shifty fliers, determined, maniacal 
and hostile. In fact, there can be no questions 
of politics in Wing Commander. The enemy 
are the enemy. They will destroy a character’s 
starfighter without a moment’s hesitation, given 
the opportunity. Their starships are powerful— in 
some instances, more pKJwerful than any in the 
Terran fleet— and their pilots are generally 
skilled and well-disciplined. 

In combat, combat in that cold, deep, dark 
and unforgiving space, ships’ engines keen and 
wail as they pass. Thrusters hiss. Electrical sys- 
tems spit as they burn out. Missiles and incom- 
ing laser blasts do, indeed, flash as they hit. 

Weapons have their signature noises as they 
are fired and Kiirathi ships (alas, unfortunately, 

Terran ships as well) explode in huge balloons of fire and shrap>- 
nel. The action is all bit-mapfjed and, at least at 1 6 Mhz and 
higher, is smooth and responsive. 

The starfighter screen, variable between front, back, left and 
right, features all the necessary information: speed, weapons sys- 


tems, enemy targets, a type of radar, com- 
munications videos (for machines with ex- 
panded memory) and, interestingly enough 
(again, almost an intuitive design decision), a 
display of the pilot’s hand on the Joystick which 
moves in conjunction with navigation and firing 
instructions (another "expanded memory''-only 
feature). 

Although combat is frequent, it is not always 
desirable, especially when a distant transport 
needs an escort. Lest Wing Commander be per- 
ceived as little more than the video game dis- 
guised in the training simulator, it should be 
pointed out that the valued officer also displays 
good Judgment. That is, he knows when to fight 
and when not to. So Wing Commander is, in 
some ways, a strategy game, as well. 

After-Action Report 

Both George Sanger and Dave Govett must 
be commended for their moving musical score. 
Further, this is the first of many games to be 
released by Origin which make use of branch- 
ing musical phrases dependent upon game performance, a truly 
innovative feature. [Ed. — We call it "subliminal interfacing."] 

Thus, Wing Commander is an innovative, intense, graphically 
lovely, and aesthetically pleasing game with enough action and 
variety to please almost every gamer. CGVV 



The Human interface in wing commander: 

Some Food For Thought 


One of the interesting features in Wing Commander is its fic- 
tional "campaign". The strategic map of Terran- and Kilrathi- 
controlled space gives players a solid visual frame of reference 
for where the battles are taking place and how close they are 
to the heart of the empires in conflict. 

This "strategic situation" is an important element in the game. 
Which star the Tiger Claw settles at determines the nature of 
the missions which the player will conduct there. Are there 
friendly bases there to protect or enemy ones to attack? Is this 
a major Jump point which must be secured? The significance 
of one’s strategic location is described at two locations in the 
game: in the bar (as the player garners the latest scuttlebutt) 
and in the briefing room (where the missions are assigned). 

This star map of the Vega Sector represents the skeletal 
bones upon which the entire storyline of Wing Commander 
hangs. Mo doubt Wing Commander II (rumor, rumor) will fea- 
ture a different sector of space, new enemies which threaten 
humanity, and the thread of a new storyline running through it, 
giving the game its own life apart from the original. 

It is at this point where one must take a good look at the 
Vega sector map included in the game, and notice that it is ap- 
proximately two-thirds Terran space, and one-third Kiirathi 
space. The detectives out there will have probably deduced 
that there is a reason for this, and they are correct. There is a 
"tolerance" factor built into the game. New piayers, it is as- 
sumed (as this game has appeal beyond hard-core flight 


simulator fans), will make mistakes early on, fail in several mis- 
sions, and want to keep campaigning to set things right. It 
speaks well of Origin, therefore, to include in their game a cer- 
tain amount of "beginner fail-back positions" from which to 
keep playing. Another indicator of Origin’s prediction of what 
player skills will average can be garnered from the Mission 
Board in the bar. Notice the different pilots ratios of missions 
flown to kills scored. 

Now, let’s talk about the real world. Too many players will 
cheat themselves out of discovering the entire campaign game 
that is Wing Commander. They do this every time they restart 
a saved game after a less than successful mission. It is the na- 
ture of many players to repeat a mission over and over "until 
they get it right" in order to garner all the medals and get the 
better fighters (and wingmen) right away. These people are 
missing out on the extraordinary depth designed into this 
game! 

What does CGW propose for the countless times this situa- 
tion is presented in these sorts of games? An "auto save" fea- 
ture after returning home from each mission would do the 
trick. Before the mission debriefing, the game would automat- 
ically save over that player’s previous position, without the op>- 
portunity to repeat the last mission. In this way, an "honest" 
campaign is assured, and players will have to fight their own 
learning curve with the different elements of the game, as well 
as the computer enemy in space. 
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Over There 


Murder and Mayhem 

by Paul Rigby 
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Conquerer 


ding), is a sort of souped-up Clue-type 
game played in a 3D isometric environ- 
ment. Using period-style gray-scale 
graphics (with spot sound effects such as 
taps dripping, etc.), you play an amateur 
sleuth who has two hours to solve a 
variety of individual murders, all of which 
are set in an Edwardian-style house. 

Choosing the murder of your choice is 
done by selecting a date shown on- 
screen (1914-1942). One of eight dif- 
ferent houses is selected, from one of 
four skill levels (novice to super sleuth), 
and you can see a mini-portrait of your- 
self before you dive into the game. (This 
portrait can be altered to your liking, 
though, via a simplified paint routine.). 

During the game you will see the 
wandering characters who make up the 
occupants of the house, plus the dear 
departed lying on the floor. Clicking on 
NPCs brings up a picture of the same, 
along with their stats, name, portrait and 
inventory. You can engage them in con- 
versation in order to ask them about 
other people or objects you may find 
lying around. 

You have the ability to make notes, 
cross-examine, and store fingerprints for 
future reference. The maximum number 
of rooms in each mystery is 64; up to 36 
objects can be "active"; and 12-28 charac- 
ters may make up the cast. After you 
have checked out the possible suspects 
and murder weapons, you can accuse 
someone. Available now for the Amiga 
and ST, from (JK software house CIS 
Gold, for £24.99. 


W hen Dungeon Master arrived on 
the scene, everybody sat back 
and awaited the arrival of the 
stream of clones that would surely ap- 
pear on the coattails of FTL. Two clones 
have already appeared in this column, 
Xenomorph and BSS Jane Seymour. 
Both, strangely enough, removed from 
the usual medieval-type fantasy world 
and based in the outer reaches of space. 
The space race really is on, however, be- 
cause we now have a third Dungeon 
Master clone based in, you guessed it, 
the wild black yonder. 


From CIK-based Core Design comes 
Corporation, an adventure that places 
you in the guise of a Zodiac agent 
(espionage a specialty) in the Libra chapi- 
ter (signifying balance). The latest area 
of Zodiac interest is the (ICC, famous for 
its range of robots used in the home, in- 
dustry and in agriculture. However, news 
has reached you that, via biogenetic re- 
search, the UCC is developing the ul- 
timate killing machine. This, of course. 
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must be stopped. However, such is the 
delicate nature of the "problem" and the 
importance of the OCC to the planetary 
economy, the matter must to be dealt 
with in a subtle manner. You must in- 
filtrate the corporation complex, there- 
fore, and remove the embryo which will 
herald the arrival of the killer. Only then 
will the (ICC be persuaded to desist from 
their crazy research scheme. 

Seen in a first-person perspective. Cor- 
poration includes some interesting 
natural light effects, realistic movement 
(characters "roll" when they move in- 
stead of gliding, and turning can be 
achieved on a curve instead of the usual 
90-degree turn). Even the animation for 
monsters/creatures/aliens is smooth and 
the graphic and aural quality promises to 
be high. Available now on Amiga/ST for 
£24.99 and for the PC in February '91, 
£29.99. 

Murder or Moider, as this game is like- 
ly to be renamed in the States (just kid- 


Operation Steaith is the second game 
in the French software house Delphine’s 
animated graphic adventure series (the 
first, of course, being Future Wars). 

You play Agent John Glames on the 
trail of a stolen Stealth Fighter. After an 
excellent introductory sequence (showing 
the theft of the fighter by the enemy 
pilot), the game shifts to an airport where 
the game begins in earnest. 

As in Future Wars, the action is very 
much reminiscent of a Sierra game. 

Also, the command menu still consists of 
six options: Examine, Take, Inventory, 

Use, Operate & Speak. The good thing 
about this menu is that it is sensitive to 
the mouse pointer. You can, therefore, 
have the mouse pointer anywhere on the 
screen and if you press the right mouse 
button the mini-menu will always open 
next to the pointer. 

One of the criticisms of Future Wars 
was that you needed to move your char- 

(Continued on page 118) 
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LucasArts on the art and science of entertainment 


THESE PRAIES HAVE 
TONGUES AS SHARP 
AS THER SWORDS. 



Lucasfilm~ Games’ swashbuckling new 
graphic adventure lets you trade insults with 
some of the saltiest seamen to ever sail the 
seven seas. 

In The Secret of Monkey Island" you’ll 
sling one-liners with a fast-talking used ship 
salesman, a sarcastic swordmaster, a wisecrack- 
ing corpse, and a prisoner whose breath would 
stop a horse. You’ll also hunt for buried treasure, 
chase after a beautiful woman, 
and-perhaps-unravel one of 
the twistiest plots in the history 
of adventure gaming. 

You’re short, broke, clueless 
and friendless. 

And you’ve just arrived on 
Melee Island seeking fame and fortune. Explain- 
ing to anyone who’ll listen that you want to be 
a pirate. 

Being the easy-going types they are, your 
new pirate pals invite you into the club. Just as 


soon as you’ve completed three tiny trials. 

Among other things, you’ll need to sedate 
some piranha poodles, burglarize the governor’s 
mansion, and do business with the scum of the 
earth. And if that’s not enough, you’ll have to 
figure out whether the 300-pound voodoo 
priestess covets your rubber chicken, fetid fish, 
pack of breath mints, or... 

If the brigands don’t grab you, 
the graphics will. 

Lucasfilm Games set today’s 
graphic standards with games like 
Loom and Indiana Jones and the 
Last Crusade. Now The Secret 
of Monkey Island ups the stan- 
dards a few more notches with 
stunning 256-color VGA graphics ( 16-color 
EGA version also available), proportionally 
scaled animated characters, and cinematic 
pansand camera angles. 

Our acclaimed point ’n’ click interface 



IS available for IBM and 100% compatibles in 16-color EGA and 256-colof VGA versions. Visit your retailer or order directly with Visa/MC by calling 
1-800-STARWARS (in Canada 1-800-828-7927). and © 1990, LucasArts Entertainment Company. All rights reserved. IBM is a trademark of International Business Machines Inc 
3M IS a trademark of 3M Corp. AdLib is a trademark of AdLib, Inc. Cruise prize arranged with the "Fun Ships" of Carnival Cruise Lines, The Most Popular Cruise Line In The World- 
ship s registry; Bahamas and Liberia. 


has been improved even more. So have our 
sound effects, which are backed by a captivat- 
ing calypso and reggae music track. 

Enter the Monkey Island Treasure Hunt and 
win a FREE Camivai Caribbean cruise! 

If you can solve a few sneaky puzzles 
in a special demo of The Secrets of Monkey 
Island, you might just win one of the sweetest 
prizes since Captain Kidd’s treasure chest. A 
Carnival Cruise for two, one of a hundred 
AdLib™ sound cards, or one of hundreds more 
prizes! You’ll find the 
demo and complete rule: 
in specially-marked 
boxes of3M diskettes. 

Or send a self-addressed, 
stamped disk mailer to; 

Monkey Demo, PO Box 
10228, San Rafael, CA 
94912. 

So act fast, think fast, and enter fast. 
Because while playing The Secret of Monkey 
Island is an adventure, winning the Treasure 
Hunt is a real trip. 



l UCASFIL M 

A DIVISION OF LUCASARTS ENTERTAINMENT COMPANY 
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Review 


Flights of Faoitasy 

DragonStrike from Strategic Simulations 

by H. E. Dille 


Mustafa's boots were two shades whiter from the dust on 
the plains of Neraka. A land once green and fertile, it now 
lay wasted, its soil parched and cracked by Dragon’s breath. 
A light rain began to fall, splattering in ugly dark clots, 
hesitant to enter the arid soil. Like the gods, Mustafa felt 
tears in his heart, tears of remembrance for his home land of 
Solomnia . . . and tears of bitterness for brothers lost in the 
skies above Kyrnn. Fear, once a stranger to the Knights of 
Solomnia, crept in the shadows of his thoughts, unspoken 
lest it gain life. "How easily the Dragon Highlord unseated 
me Just yesterday . . .," he thought, fingering his Ring of 
Featherfall absently. 


DragonStrike, SSI’s latest addition to their AD&D gold box line 
(previewed in CGW #71). (Jnlike its predecessors, which 
focused upon role-playing and "quest busting," DragonStrike is 
a first-person persp>ective of tactical air combat in the Dragon- 
filled skies of Krynn (setting of the DragonLance books). 

Bo Knows Dragons (Do You?) 

Before strapping on one’s Mikes and Solomnic plate armor, it’s 
always a good idea to know what to expect. Fortunately, SSI has 
provided novice players with a concise and comprehensive 
primer for Dragon riders. The game’s manual clearly delineates 
how to control one’s mount via keyboard, joystick or mouse. Key- 



Rolling thunder clouds eclipsed the horizon. Mustafa turned 
to Thew, an ancient Gold Dragon, and began the ritual of ad- 
justing the girths on his saddle. Both rider and 
mount sensed the presence of the flying citadel 
within the maelstrom that approached, a 
monstrosity held aloft by unspeakable magic. 

Thew’s nostrils flared as the flat stench of the 
old Red Dragons reached them, borne on an ill 
wind. Mustafa stroked the quivering 
flank of his friend, taking care to 
avoid the fresh scars, which were all 
too plentiful. "Yes, old Thew, I feel 
your anticipation. It will not be long." 

Straddling the Gold, Mustafa 
cinched the ring that bound the 
Dragonlance to his saddle and urged 
Thew skyward. With two thunderous 
flaps of his wings, the Gold Dragon 
sprung into the air, his long neck 
strained forward to catch a first 
glimpse of his adversaries. Mustafa ut- 
tered a small prayer, quickly swept 
away by the wind whipping through 
his hair. 

T he success of fantasy, in any of 
its forms, is often dependent on 
wholly and completely immersing 
its participants in an alien environment. 

Prose, no matter how vivid, requires 
readers to visualize and use their im- 
agination to fill the tapestry of fantasy 
worlds. Pen-and-paper games provide in- 
teractivity, but are even more depen- 
dant on the minds of the players to 
suspend reality. Computer RFCjs, such 
as Ultima VI, have become increasing- 
ly able to depict believable universes, in 
which fantasy players interact (more or 
less) freely with the story’s world. Enter 


board commands may be customized to suit individual tastes, 
and all control modes interface smoothly with the program. For 
the most elegant and efficient flight control, this reviewer recom- 
mends using a mouse. 


"Never heard of a Draconian," you say? Not to 
worry. Each type of adversary one might en- 
counter is explained in sufficient detail to gather 
an appreciation for its strengths and 
weaknesses. Twenty separate foes are 
depicted, including juvenile, mature and 
ancient types of each of the Evil 
Dragons: White, Black, Green, Blue and 
Red. Each is rated for maneuverability 
(turn, climb rate and speed), damage, 
hitpoints and armor class. Happily, the 
latter categories are transparent to the 
player, randomized and manipulated en- 
tirely within the program. One does not 
know exactly how effective their 
mount’s bite attack really was. To this 
end, one can expect to find an oc- 
casional "tough" Dragon who seemingly 
brushes a Cone of Rre attack. By keep- 
ing damage, hitpoints and armor class 
hidden throughout the game, an ele- 
ment of "fog of war" is preserved. 

By virtue of their nature, some 
Dragons are immune to certain breath 
weapons (i.e.. Silver Dragons are unaf- 
fected by the Cone of Frost from White 
Dragons). Fortunately for the player, 
each of the good Dragons (Bronze, Sil- 
ver and Gold) also possess secondary 
breath weapons. Although of shorter 
range, these gas clouds are most useful 
for ridding one’s tail of unwanted pur- 
suers. To accomplish this, use the rear 
view to determine when an opponent is 
"on your six" and closing for the kill. 


Title: 

DragonStrike 

Systems: 

Amiga, C-64, and IBM 

Price: 

$49.95 (C-64, $39,95) 

Developer: 

Westwood Associates 

Publisher: 

Strategic Simulations, Inc. 


Sunnyvale, CA 
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• Recycled industrial waste 
I , becomes fantastic plastic ■ if 
I you can keep your cool. 

. • One wrong squeeze of paint 


V andyoullturnArtooDeetoo 
r t= sreenwithenvv. 


t= green with envy. 

• A squirt of glue, a whack in 
[ the head, and a toy is born. 

’ • You probably won't need the 
automatic quality controller, 
because you'll never make 
■ mistakes. 

• Pack 'em up, ship 'em out, 
make a bundle, and go home. 


LucasArts on the art and science of entertainment 


WORKING 
IN THIS 

TOYB^aORy 

HAS ITS 
UPS AND 
DOWNS. 

Tired of the same old 9 to 5? Then it' s time to punch in 
for the Night Shift ™ at Industrial Might and Logic. And 
take control of the wackiest, wildest, toy-making machine 
you've ever imagined. 

Here's your chance to punch out DarthVader.™ 

Or Luke Sky walker™ Indiana 
Jones7 even Zak McKracken™ mini- 
ature dolls of your favorite Lucasfilm 
characters. But make sure you get 
their heads screwed on right. Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes to complete. But the 
better you get, the tougher your job 
gets. Bigger Quotas. Pesky lawyers. 
Furry pests. And of course . . mii Qni ■ 
the machine hardly ever 
breaks down. 


A DIVISION OF LUCASARTS ENTERTAINMENT COMPANY 


Night Shift is available for IBM and 
100% compatibles. Amiga, 
Commodore 64/128, and Atari ST 
personal computers. Visit your retailer 
or order directly with Visa/MC by 
calling 1-800-STARWARS (in Canada 
1-800-828-7927), and © 1990 
LucasArts Entertainment Company. 
Dailh Vader and Indiana Jones are 
trademarks of Lucasfilm Ltd. All rights 
reserved. IBM is a trademark of 
International Business Machines, Inc. 
Amiga is a trademark of Commodore- 
Amiga, Irw. Commodore 64 and 128 
are trademarks of Commodore 
Electronics, Inc. Atari and ST are 
trademarks of Atari Corp. 







Review 


Simply breathe and fly through the 
cloud created by the secondary 
weapon. Generally, the Evil Dragon 
will not be able to avoid the cloud and 
will take damage accordingly. Paralyza- 
tion gas is best used when flying at 
low altitude because of the short dura- 
tion of its affect. At high altitudes, op- 
ponents under its effect will often 
recover prior to striking the ground. 

Bernoulli, A Solomnic 
Knight? I 

There are many similarities to dragon- 
riding and air-to-air tactics in aircraft. 

Altitude and airspeed are still the 
staples of maneuver. Try to meet on- 
coming foes from a slightly higher al- 
titude in order to get in a good claw 
rake and perhaps dismount their rider. 

For this same reason, don't fly too low 
into an attack. 

Maintaining sufficient airspeed is also 
vital to opening the range after an at- 
tack. it is absolutely necessary to 
open range in order to allow one’s 
breath weapon to recharge or to be 
able to maneuver for an advantageous 
position for a follow-up attack. Fuel 
consumption, which rarely plays a fac- 
tor in most flight simulators, is repli- 
cated in DragonStrike in the form of 
the "power bar," which drops as the 
Dragon expends energy to climb or 
maneuver. When this reading gets too 
low, it’s necessary to glide for a while 
to let one’s mount to "catch its breath." 

Speaking of breath, once a Dragon 
uses its breath weapon, it takes some 
time to recharge it. In terms of game 
tactics, this means that the best time 
to make an attack run is right after 
one’s opponent breathes. This is not al- 
ways possible, however, as one may 
face up to nine opponents simul- 
taneously. When so engaged, the 
Dragonlance becomes the weapon of 
choice, as crossing targets are often 
difficult to lead for breath attacks. The 
lance may be replaced by a set of 
cross hairs, which allow somewhat 
easier targeting of the breath weapon, but also cause a depth per- 
ception problem for targeting the lance itself. 

What’s In A Name? 

Sidar, a mature Bronze Dragon, will initially accompany the 
player into battle against two White Dragon scouts. This mission 
should familiarize players with all the mechanics of the simula- 
tion and provide a quick decisive victory as well. It is possible to 
finish the game while advancing to the title of "Lord Warrior" 
within the Order of the Crown, but this reviewer advocates trans- 
ferring to the Orders of the Sword and Rose as soon as they are 
offered (it’s the only way to ride the more powerful Silver and 
Gold Dragons). Completing the game as a Knight of the Sword 
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yields the title of "Lord Clerist." while 
doing so as a Knight of the Rose 
makes one a "High Justice." 

Each mission is prefaced by a brief- 
ing and some static artwork which, in 
VGA, rivals the best in fantasy art this 
reviewer has seen. The missions be- 
come increasingly difficult as one 
progresses through the orders of knigh- 
thood. Enemies become larger, 
stronger, more cunning and more 
numerous. One might be surprised by 
unexpected occurrences, such as lanc- 
ing a gas spore and having it blow up 
in one’s face. Also, it is likely that ex- 
perienced riders will see the spectre of 
the dreaded Death Dragon rising to 
give combat (immune to ail breath 
weapons and usually requiring several 
lance hits to kill). Undaunted players 
also have the option of designing their 
own missions against up to ninety- 
nine opponents (all of a single kind, 
with a maximum of nine on screen at 
a time). 

The Dragon’s Tail 

The essence of good interactive fan- 
tasy is to provide players the ability to 
interject their personality into the char- 
acter and therefore, develop an affinity 
for the persona as a healthy, imagina- 
tive extension of themselves. This 
reviewer has witnessed pen-and-paper 
players lapse into catatonic states or 
become manic-depressive at the loss 
of a "favorite" character to the ruthless 
minions of a sadistic Dungeon Master 
(why do you think computer RPG’s 
have "save game" features?). In fact, 
one of the nice developments within 
the computer RPG genre has been the 
ability to port characters from game to 
game so that favorite characters did 
not have to be abandoned. 

Although DragonStrike does not por- 
tend to be a role-playing game in the 
true sense, it is interactive and it is fan- 
tasy. How difficult would it have been 
to allow players to port their own char- 
acters into the game? Certainly noth- 
ing in the code precluded a Cham- 
pions of Krynn character from straddling a Dragon’s back. Had 
this been allowed, players would feel a greater pang at the sight 
of the dismounted warrior plummeting to his death, as well as 
greater joy at promotions and bestowments of magical items. 
Taking those same characters back into a new module of AD&D 
would not have been difficult, either. One can only hope for 
these inclusions in an update or sequel. 

What do these minor shortcomings mean to the success of 
DragonStrike as currently marketed? Hopefully, nothing. It is a 
superlative and innovative product and it deserves to be recog- 
nized as such. It is a hybrid that appeals to both fantasy gamers 
and simulation enthusiasts with equal fervor. CGW 
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The Best of the Past 


step into the past, and into the 
cockpit of a World War I biplane for 
thrilling dogfights against the greatest 
aerial aces of all time. The masters of 
combat flight simulation present the 
masters of aerial dogfighting in Knights 
of the Sky. 

Play against the computer, or 
challenge a friend via direct link or 
modem. Dazzling Super 3-D Graphics 
and realistic sound deliver the action 
in unprecedented detail. Infantry units, 
trench lines and natural terrain 
features below are crystal clear — 
they'd better be: you have to navigate 
by them. 

Flying without radar and at slightly 


less than the speed of sound, your 
dogfighting skills are more important 
than ever. Your opponents aren't just 
specks in the sky — you'll see them 
close-up, shake your fists at them, 
perhaps even salute their skill. 

But there's more at stake than just 
reputation. When you're not dueling 
you'll help the Allies win World War 
I. Lend support to ground forces during 
the war's major offensives; take part 
in legendary bombing raids; penetrate 
Axis territory on aggressive patrols. 

The heroic adventures of times past 
re-created through the latest advances 
in modern technology. As always, 
MicroProse presents the Best of Times. 




The Best of the Future 



(ourney to the far future, 

to a time when Earth is 
uninhabitable, and you 
must find a new home for 
Mankind. The company 
that revolutionized com- 
bat flight simulation has 
taken another bold step, in graphics technology, 
sound and role-playing sophistication. 



Sid Mciery 


Covert 

Action 


A Tfechno-Thriller 
FVxmh the Case Files 
of Max Remington. 


.^mOPROSE 


The Best of the Present 



Experience the present 

world of international es- 
pionage by stepping into 
the shoes of special agent 
Max Remington. The first 
company to successfully 
merge simulation, role- 
playing and adventure now delivers espionage 
as it really is, with the scenarios and methods of 
operation you demand in an authentic spy thriller. 


Join The MicroProse Squadron and Win Gre, 

at Prizes! 




Best of ffiKes 





Industry Update 


Fusion, Transfusion 
or Confusion 

Future Directions In Computer Entertainment 


T hey call it "The Big Easy," but as 
the movers and shakers in the com- 
puter software industry gathered in 
New Orleans for the annual Fall Con- 
ference of the Software F’ublishers As- 
sociation, accurate projections for the fu- 
ture were not "easy" to come by. Some 
saw the future in optical storage (CD- 
ROM, CD-I, CDTV, DVI or Laser Disc-Inter- 
active). Others saw 16-bit game 
machines like Sega's Genesis machine 
or next year’s expected debut of 
Nintendo’s Super Famicom into the 
American market as low-risk means to 
broaden the market for entertainment 
software. Still others were so optimistic 
about the PS/l’s fast start in the market 
that they felt that MS-DOS market for 
entertainment software would get even 
stronger. 

Merger Mania 

There was plenty of talk about a con- 
fluence of the video game and computer 
game industry. Executives on both sides 
are recognizing that both sides of the in- 
dustry deal with entertainment and both 
sides expect that there will be some kind 
of conjunction between the two types of 
platforms in the future. Allan Epstein of 
Accolade noted that video game sys- 
tems are becoming more capable. He ex- 
pects more entertainment software pub- 
lishers on the "floppy" side to move into 
the video game market, but observes 
that there is still a substantial difference 
in terms of audience and, hence, the 
types of games that do well. Epstein ob- 


There was plenty of talk 
about a confluence of the 
video game and computer 
game industry. 


served that products which play very well 
on video game systems appear "inferior" 
on personal computers because of the 
latter’s use of small screens, lousy joys- 
ticks and horrible sound compared to the 
larger television screens, handheld con- 
trollers and television sound with the 
video game machines. 

Most software executives saw the video 
game platforms as a chance to "port 
down" rather than an opportunity to con- 
vert software from video game to floppy 
disk. Lt. Col. "Wild Bill" Stealey of 
Microprose spoke directly to transferring 
computer games to other platforms when 
he commented that "All of our current 
product is being produced with a view 
toward video game and coin-op versions." 

Emil Heidkamp of Konami sees the of>- 
portunity as working both ways, but he 
observed that the straight conversions of 
Konami’s early efforts did not work in 
the floppy market. Instead, he stated that 
Konami is committed to developing PC- 
oriented software because, "We really 
believe that, somewhere down the line, 
maybe in two or three years, PC software 
and video game software (possibly with 
CD-ROM-based platforms) will come 
together on a collision course." Reflecting 
on the softening of the pure video game 


market, Heidkamp observed that "[profit] 
margins are better on PC software [than 
on cartridge development], so the PC is 
going to continue to be a large part of 
the market." Such a statement by one of 
the leading, if not the leading, Nintendo 
publishers should make IBM computer 
gamers breathe more easily. Rather than 
perceiving the dedicated game machines 
as a threat, Heidkamp urged software 
publishers to look at games like Hol- 
lywood looks at films (viable products in 
many forms: theatrical, cable, videotape 
and Spectravision). 

This confluence of entertainment 
software and computing systems was 
variously referred to in the course of the 
conference as a collision, fusion, and mar- 
riage. In the long mn, it appears that a 
majority of software publishers hope that 
CD storage may bring all the platforms 
together like VHS brought the videotape 
industry together. 

Nintendo Marches On I 

While one would have had to have 
been exiled to Siberia in order to have 
missed the cultural impact of the first- 
generation Nintendo machine, time mar- 
ches steadily onward. Yet the Big N has 
not been sitting idly, in spite of Sega’s in- 
troduction of the Genesis machine and 
NEC’s unveiling of the TurboGrafx 16. 
Nintendo continues to improve its tech- 
nology. For one thing, the size of the 
game cartridges themselves have in- 
creased geometrically. Super Mario 
Brothers 3 is a three megabit cartridge 
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Diast into the far-flung future with 
an all-new, premium role-playing 
adventure game from SSI’s a 

Special Projects Team! M 

Create a team of space- 
hardened pros and join 
Buck Rogers and ,^j||||||i 

his daring band 
of rebels In the 
fight to free the 

solar system | 

from a powerful, ‘ 

despotic 
government! 


Countdown to Doomsday features a 
specially enhanced version of 
^ SSI’s award-winning AD&D 
^ computer FRP system — that 
dives you 40-100 hours of 
state-of-the-art computer 
^ role-playing! 

Countdown TO 
^Doomsday, 
in this future war, 

miKj^ THE BEST WEAPON 

IS A BLAST FROM 


SCIENCE FICTION ROU PLAYING 
COMPUTER GAME. UOL I 


Available For: /v 
IBM, AMIGA? S 
C-64'7128. ' 

PCLUE BOOK! 
Available at a^^ 
dealer 

yo“! 


To order: visit your retailer or call 
1-800-245-4525 (U.S.A. & Canada) 
to charge on VISA/MC. 

To receive SSI's complete product 
catalog, send $1.00 to: 

K Itegic Simulations, Inc. 
Almanor Avenue. Suite 20t 
uyvaie. CA 94086. 


,‘tUCK ROGERS and XXVc are irademarbs used under license 
from The^gdk Family Trust - 1^ The Dille Family Trust 
Stmulailons. Inc. c‘t 990 TSR. inc. All rights 
and ihe TSR logo are trademarks owned by 
fiid used under license from TSR, Inc 
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Industry Update 


(that’s bit, not byte, so you have to 
divide by 8 in order to compare the size 
of the cartridge to personai computer 
memory) and many of the games slated 
for the first quarter of 1991 are four 
megabit cartridges. The company has 
continually upgraded its MMC chips: The 
MMC 2 allowed them to increase charac- 
ter size; the MMC 3 chip brought vertical 
scrolling; and the MMC 6 chip consider- 
ably improved screen handling. The chal- 
lenge for Nintendo has always been to 
remain user-friendly while upgrading tech- 
nology. At the same time, the company 
has always believed that the price point 
is critical. 

The goal at Nintendo has always been 
technology for the masses (millions), not 
the few (thousands). Thus, the eight bit 
NES system has penetrated to 30% of 
American households compared to a 
maximum of 23% penetration of com- 
puters counting all other platforms 
together. Where, then, is the Big N 
going? Bill White of Nintendo’s emerg- 
ing technologies group says that in the 
near future, we’ll see the 16-bit system, 
networking (they may call it play phone), 
and CD-ROM. In the far future, Nintendo 
has not ruled out involvement in DV-1, CD- 
I and virtual reality. The key to making 
any technology work according to 
Nintendo’s formula is relative simplicity 
for the user combined with high per- 
ceived value. 

Apple’s Forbidden Fruit 

This year’s Fall Conference was much 
more upbeat than the one in Montreal, 
Quebec during the Fall of 1989. Entertain- 
ment software sales were up 32% in the 
first six months over the previous year 
and even conservative estimates place 
the annual growth at 18% or higher. 

There were numerous companies who 
had thought the market was declining 
but discovered that there were pos- 
sibilities for new growth this year. This is 
primarily because inventory has been 
carefully controlled on the publisher side, 
the retail stores have been better about 
stocking the shelves and retail prices 
have not been as subject to "cut-throat" 
discounting to the degree they were in 
1989. It is probably also due to the fact 
that the floppy disk side of the entertain- 
ment software market is predominantly 
divided into two dominant formats: M^ 
DOS (65% of the market) and Amiga 
(10% of the market). All other formats 
are below 10% and declining. 

The worst news for some is the fact 
that the "so-called" low-cost Macintosh is 
"too little, too late." Apple unveiled its 


"[Profit] margins are better 
on PC software [than on 
cartridge deveiopment], so 
the PC is going to continue 
to be a iarge part of the 
market." 

(Emil Heidkamp, Konami) 


three newest Macintosh lines at the SPA 
meeting, but the new machines were 
greeted with skepticism. Computer 
gamers and home users are not going to 
want to buy the Macintosh Classic (bare- 
ly under $1,000 list price) because it is to- 
tally black and white, has no hard disk 
(although one can expand it for $500 
more) and only offers slightly more 
speed (about 25%) than the Mac Plus. 

The Macintosh LC (presumably standing 
for "Low Cost," though some wags 
describe it as meaning "Last Chance") 
does offer color and a 40MB hard disk 
with 68020 microprocessor and 2MB of 
RAM at $2500, but customers will have 
to shell out an additional $500-i- for the 
color monitor, bringing the price to over 
$3,000 for a machine many will compare 
unfavorably to the IBM PS/1 with VGA at 
around $2,000. Add another $1,000 or 
$2,000 and it is possible to purchase the 
Macintosh llsi (''$imply Irresistable," says 
Apple). The latter has a 20Mhz 68030 
microprocessor, allows implementation 
of UNIX applications, has built-in video 
support for Apple monitors and comes 
standard with a microphone useful for 
voice mail and document applications. 

However, there is worse news, even for 
those who would still consider spending 
the extra money to purchase a Macin- 
tosh LC or llsi as a game machine. It 
seems that many developers asked 
Apple to include a joystick capacity on 
the new machines. Apple refused, one ex- 
ecutive allegedly answering, "No, then 
people will think this is a game machine." 

No Shame, Game Machine 

Unfortunately, Apple is not the only 
hardware manufacturer (software execu- 
tives often call them "iron makers") that 
is loathe to admit that people play 
games on their machines. IBM’s Anthony 
E. Santelli (Vice President in charge of 
New Business Development) commented 
on how seven out of ten customers for 
their new F^S/l were opting to pay an ad- 
ditional $500 for VGA graphics and how 
the audio/joystick accessory was selling 
extremely well. Then he proceeded to 
state that people do not buy computers 
to play games. He stated that people buy 
game machines to play games and buy 
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personal computers to shift time (i.e. 
bring work home from the office). One 
wonders why consumers need audio/joys- 
tick peripherals and VGA graphics to 
"work" at home. 

Surprisingly, one executive "iron 
maker" did not "pooh, pooh" the idea of 
games on his machines. Though one 
does not usually think of games for 
"workstations," Scott McNealy (CEO of 
SUN Microsystems) indicated that he 
would welcome games mnning under 
XWINDOWS on his system. He jokingly 
observed that a flight simulator could 
probably go "Mach 48" on a SUN 
workstation and that the prices were con- 
tinually coming down. CGW would have 
discounted the reference as grandstand- 
ing, however, were it not for some addi- 
tional information leaked to us during the 
conference. We were told that DUX Cor- 
poration, publishers of the Quintet pack- 
age of applications for SUN workstations, 
is about to establish a Time-Out 
Software line of entertainment software 
under UNIX. The first two releases are ex- 
pected to be announced at Comdex. 

They will be Ishido and Solitaire Chal- 
lenge (an upgrade from Solitaire 
Roy ale). The scoring system of the latter 
will be significantly changed and the 
"Tour" can be customized by the player. 

Optical Delusion 

Compact Disc-interactive, the overdue 
technology from a consortium of 
electronics companies, is preparing 
products for "late next year" (yes, you’ve 
heard this before) with the help of ABC 
Sports (a golf simulation), Caesar’s 
Palace (a gambling simulation) and 
Children’s Television Workshop (a pre- 
school educational experience). Yet it 
looks like both this technology and 
Commodore’s CDTV (Amiga 500 with 
CD-drive), which missed its Christmas 
launch date, may be too late as AT&T’s 
new DSP technology threatens to enter 
the market and drive prices dramatically 
downward. The question is whether these 
intermediate technologies have lost their 
window of opportunity or not. 

Nevertheless, whether the future is CD-I, 
DVl, CDTV, Tandy’s multi-media 
machine being developed in conjunction 
with Microsoft or DSP, the future looks 
bright for interactive entertainment with 
full-motion video, high-quality audio and 
a non-threatening interface that may, in- 
deed, fulfill the entertainment software 
industry’s hopes for reaching the masses 
in the millions rather than the technologi- 
cally literate in the thousands. The future 
may not be easy, but it just might be big. 
CGW 
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Take a Giant Leap in 
Simuiations! 


You are commander of 
Project 
Moonhase, 

NASA's 
long-range 
plan to 

colonize Earth's 
moon. From 
your multi- 
million dollar 
annual budgets, you 
must establish a 
base, then manage its 
growth into a full- 
tledged, independent 
colony. With savvy (and 
luck), you may create a 
self-sufficient city on the 
Moon, but not without 
adeptly handling the myriad 
leadership problems in this 
highly-charged political and 
harsh physical environment. 


NASA modeling at 
your command 

Select and clear a site for the Lunar 
colony ... build landing pads ... erect 
habitat modules ... supply essential 
life-support services to the colonists ... 
all using socio- and econometric 
models from KDT Industries, a NASA 
contractor. 


'essai 


Also distributed by 
Merit Software 


To order MOONBASE for $49.95, 

call 1 - 800 - 634-9808 


Explore and exploit the 
Moon's surface 

Explore and lunar surface for new mining 
sites. Process the raw materials you find 
into oxygen, water and helium-3. Build 
hotels for fat cats from Earth. Can you make 
enough profit to declare independence? 

Air leak in solar 
station #3! 

Pressure loss ... radiation leaks ... power 
outages! Any accident can break your 
tenuous hold on this hostile surface. 



Or write to Wesson 
International. 500 S. Capital 
of Texas Hwy, Building 5, 
Suite #200. Austin. TX 
78746. 

Requires IBM PC compatible 
with 640K, two disk drives, 
graphics monitor. Mouse 
optional. Includes 5.25" and 
3.5” disks, manual, on-disk 
samples. Unconditional 30- 
day money-back guarantee. 
Please include $5 for next- 
day shipping. Texas residents 
also add 8% tax. 


Will Project Moonbase flourish or die, Commander? 




IBM PC 







Play the computer with 5 levels of ability from 
sergeant to field marshal. Select from a library 
of battle formations or make your oum. 


£n;o)i three game boards: original, classic 
and modem. Stratego has single battle or 
5-battle campaigns — even digitized sounds. 


Actual game screens from IBM PC aixi Mac II 
Strat^o O 1990 Milton Bradley Co. 
Hausemann & Hotte N.V., 


Play 

Traditional 

and 

Tournament 
rules, 
including 
Silent 
Defense, 
Aggressor 
Advantage 
and Rescue. 
Comes with 
multiple 
piece sets. 


The intensity 
of combat. 
The serenity 
of stones. 

I diverse 
philoso- 
phies of 
gameplay 

that share a common 
— superlative strategy. 
Stratego^ captures all 
the thrill of the 
classic battlefield board 
game from Milton Bradley. Now, 
there are more options, choices and 
features. Deploy your army, plan 
your advance, attack and capture 
the enemy flag. One 
match against the 
computer, and you’ll 
see why Stratego is 
called “the greatest 
battlefield strategy 
game of all time.” 


Ishido™ summons 
forth The Way of 
Stones and returns it 
to the world after 
thousands of years. 
This ancient game and 
beautiful puzzle recalls 



the depth of chess and the simplic- 
ity of Go. Call upon your deepest 
powers of concentration to match 
72 stones on a board of 96 squares. 

Stratego and bhido. The finest 
strategy games the world has ever 
known, brought together by quite 
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The best in entertainment software.™ 
Circ/e Reader Service #12 



As you merge with Ishido’s many fiossi- 
bi/ities, you'll discover why, to some, The 
Way of Stones is more than ;ust a game. 
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Game Hints 


Blasting VUXs, Etc. Part II 


Star Control Strategy and Tactics 

by Paul Reiche III, Designer 



The Yehat Terminator is a strong, ver- 
satile ship which can deliver either 
moderate damage over a wide area at 
medium range or heavy damage at 
close range. The distance you will want 
to maintain between you and your target 
depends on your enemy’s kill zone— the 
area in which he can hit you effectively. 

If your range is superior, don’t bother 
closing. Strike from afar. 

The only trick to using the Yehat effec- 
tively is not to grow over-confident of its 
protective shield. Often, your barrage of 
ion-cannon missiles will be just as effec- 
tive in stopping incoming threats and 
will, in turn, have the added bonus of oc- 
casionally striking the enemy ship as 
well. Your shield’s weakness, particularly 
versus the Mycon, occurs during that 
period when it flickers off for an instant. 

If you are maintaining the shield con- 
tinuously, this interval of vulnerability is 
predictable and a skillful opponent will 


I n part one last issue, we ex- 
amined the Hierarchy Fleet and 
presented the Tactical Analyzer 
("Greg-O-Matic"). Now we present 
the Alliance Fleet and specialized 
tactics to improve one’s play. Blast 
off! 


The Alliance Fleet 


The Chenjesu Broodhome is 

dominant against just about any 
ship, except the (Jr-Quan. The main 
weapon of the Chenjesu, the photon 
crystal shard, is versatile in both of- 
fense and defense. As long as you 
have the fire control pressed, the 
shard will continue on its way. While 
it’s better to hit an enemy with the 
whole crystal, missing by a tad will 
still do some damage. Crystals do 
not harm the Chenjesu, they can be 
exploded at point blank range to cre- 
ate a kind of Ack-ack, which is use- 
ful for cleaning off incoming Or- 
Quan fighters or inflicting some 
damage on ships which have 
maneuvered behind the Chenjesu. 
Sometimes it helps to rotate as you 
detonate the crystals, because this 
disperses them over a wider area. 


Whenever you aren’t pressed, launch 
DOGIs. These autonomous little pests 
can really annoy your enemy, especially 
if he is a heavy energy user like the Ur- 
Quan, Mycon, or VOX. if you are fighting 
a VOX and he appears right next to you, 
your only hope is to have a DOGI bump 
him off-line and steal his fuel to give you 
time to escape. Even if you are fighting a 
Spathi-class ship, which is generally unaf- 
fected by DOGIs, it is a good idea to get 
those DOGIs out there if there is any pos- 
sibility of additional ships appearing in 
the battle along with the Spathi. If you do 
keep "them" DOGIs movin’, your little 
buddies will be all over the next ship in a 
second, the moment she appears. 


Like the Ur-Quan, the Chenjesu is an ex- 
pensive ship, so protect your investment 
with colonies, and give planets a wide 
berth whenever engaging a home fleet in 
battle. 


time two weapon strikes. The first is 
designed to force you to bring up 
the shield and the second is timed 
to strike just when your shield flick- 
ers off. By all means, remember 
that your shield has no effect 
against VGX limpets! 


The Mmrnmhrm X-Fonn is a 

workhorse. Given its moderate price 
and its dual combat configurations, 
you can hardly ever go wrong 
buying one of these transforming 
starships. In general, remaining in 
the Y-Wing form is safest, since you 
can damage the enemy from a safe 
distance, as well as dart off in a 
hurry should anything dangerous ap- 
proach you. Tip: To make a quick 
turn, transform momentarily to X- 
wing configuration, rotate to the 
desired facing, then switch back to 
Y-Wing form. 


The X-Wing form is best at taking 
care of the Mycon, because the Pod- 
ship can regenerate crew faster 
than the Y-Wing can eliminate them 
with its missiles. The Ilwrath is also 
best dealt with in this form, because 
the Y-Wing’s missiles will not track 
on the enemy vessel when it is 
cloaked. 


Star Control Trivia #2: When I first 
named the Mmrnmhrm, they actually 
had a pronounceable name, with 
vowels and everything. Then, in a 
sketch for the captain’s window il- 
lustration, I forgot to give them a 
mouth. Later, someone saw the sketch 
and asked me how they talked, so I 
clamped my lips shut and said some- 
thing like, "mrrk nsss, " thereby institut- 
ing a taboo on vowels in anything re- 
lated to the alien race. Though the 
Mmrnmhrm ended up looking more 
like Daleks than Humans, the name 
stuck. 


The Arilou Skiff is best played after 
drinking 4 or 5 cups of coffee. Your suc- 
cess with this ship relies almost entirely 
on fast reflexes and snappy threat evalua- 
tion. If you hyperspace away every time 
the enemy fires his weapon, you will 
never get close enough to unleash your 
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Before the LAPC-1 Music Card 


After the LAPC-1 Music Card 


Actual results may mry. 

If we were you, we sure as heck wouldn’t run out and buy an LAPC-1 without knowing 
something about what it does. So if you give us a moment, we’U teU you. 

The LAPC-1 is a music synthesizer card which, when you stick it into your computer, 
takes the pitifully anemic sounds computer games offer up and turns them into something quite 
extraordinary. Or, to put it another way, instead of going “pHnk” the way it does now, your com- 
puter will go “KA-PHLOOM” the way it’s supposed to. And as luck and our ingenious engineers 
would have it, it’ll do all this with the games from Sierra* Activision® MediaGenict Lucasfilm* 
Access® MicroProse® and nearly everybody else. 

And since the LAPC-1 uses the same L/A 
Synthesis circuitry we put in our professional mu- 
sical equipment, combined with the only true MIDI 
interface on the market, it also provides you with 

something else-access to all of the tools you need for creating incredibly realistic music as well 

There. We’re done. Now you can run out and buy one. 

Roland* 

RolandCorp US, 7200 Dominion Circle, Los Angeles, CA 90040-3647 213 685-5141 
Circle Reader Service #67 




Game Hints 


laser weapon. If you get hit a few times 
with any weapon, you’re vapor. If you 
get a good strike on the opponent’s ves- 
sel, don’t hang around pinging his ship. 
Retreat, recharge, and return for another 
attack run. if you find it difficult to con- 
trol this ship with a joystick, switch to the 
keyboard. It’s much easier. 

it is always a good idea to keep at least 
one Arilou around in a Full Game to 
"pop" Mycons, which should be relatively 
easy once you’ve mastered tactic H, the 
"Homing Weapon Ha-Ha." It is also pos- 
sible to make an uncontested lightning 
strike against the enemy, provided he 
has forgotten about the Arilou’s ability to 
move through enemy Forts, and has left 
a route to his Starbase (or other key in- 
stallation) unguarded. 

The trick to using the Syreen 
Penetrator is to get close enough to 
your enemy to use your Syreen Song 
repeatedly, while simultaneously blasting 
away with the Syreen’s main weapon. 

The reason for the combination strike is 
to take care of the last one or two crew 
members who will not leave the enemy’s 
ship. Remember that, in the Full Game, 
any crew left floating in space after a bat- 
tle will be retrieved automatically by the 
victor. Mevertheless, concentrate on 
destroying the enemy ship, not on retriev- 
ing his crew (unless it is absolutely 
safe). Don’t succumb to "crew greed." 

Star Control Trivia #3; It was an after- 
noon late last October in San Francis- 
co when Fred Ford, Greg Johnson and 
I sat around a monitor trying to name 
the latest ship design for our new 
game. The space vessel on the com- 
puter screen looked like a copper- 
plated cross between Tin Tin's "Destina- 
tion Moon" rocketship and a ribbed 
condom. Needless to say, we felt com- 
pelled to christen this ship carefully, 
with due consideration for both our 
customers' sensibilities as well as our 
artistic integrity. "How about the 
Syreen Penetrator!" Fred suggested 
without hesitation. Instantly, the 
ground did truly rise up and smite us! 
WHAM-rumble-rumble-WHAM! We were 
thrown around our office like the 
bridge crew of the starship Enterprise 
under fire by the Klingons. I dimly 
remember standing in a doorframe, 
watching the room flex like a cheap 
cardboard box and shouting, "Maybe 
that's not such a great name!" and 
"Gee, do you think San Francisco's still 
standing?" Of course, once the earth 
stopped moving, we blithely ignored 
the dire portent, and the Syreen's ship 
name, 'The Penetrator," was graven in 


code. Since then, we haven't had a 
single problem. I mean, everyone has 
a disk crash two nights before a pro- 
gram is final, right? And hey, acci- 
dents happen. Brake pads Just don't 
last forever! My limp is really not that 
bad, and Greg Is almost speaking nor- 
mally these days. 

The Earthling Cruiser is a high-tech 
expression of that famous ancient 
Human adage, "Run away from the bad 
guy, pick up a rock and throw it at his 
head, then repeat this until the bad guy 
falls down or goes away." In other words, 
stay away from the enemy ship, and fire 
your seeking nukes constantly! Ose a 
Gravity Whip if necessary to keep your 
distance, but be careful not to collide 
with the planet. 

The only reason ever to get close to an 
enemy vessel is to make an honorable, 
point-defense laser "coup de grace", to 
eliminate the opponent’s last crew mem- 
ber. 



Shofixti Scouts are great for coloniz- 
ing and mining in the early stages of a 
Full Game due to their low cost. They 
can also be effective against the most 
powerful enemy vessel, if they attack in 
a squadron of 2 or 3 scouts, and can get 
close enough to do near-maximum 
damage with their self-destmct explosion. 
Three good Shofixti kamikaze attacks 
will destroy an Or-Quan Dreadnought, 
eliminating twice their worth in Starbucks. 

Shofixti ships can defeat slow or short- 
range enemy vessels, if you are very 
patient and are content to use the 
Shofixti’s light weapon from long range 
and slowly "plink" your enemy to bits. 

Specialized Tactics 

The Tactical Analyzer lists the indicated 
percentages of success for combat be- 
tween any two opposing ships in the 
game, as explained in part one of this ar- 
ticle. What follows is an explanation of 


the different suggested tactical 
maneuvers to h)est insure that success. 

A = Attack! 

Engage in relentless pursuit of your 
enemy. Open fire as soon as you are in 
range, and maintain until the enemy is 
destroyed. 

B = Spathi Charge 

Turn and flee. When your opponent 
chases you, turn (without thrusting) and 
fire backwards. Your effective range is in- 
creased, while the enemy’s is diminished. 
When the enemy tires of this situation, 
taunt him until he is willing to recom- 
mence the chase. 

C = C.a.R.R.R. 

(C)Iose with enemy, ((J)unload weaponry 
until fuel is depleted, (R)etreat out of 
enemy’s attack range, (R)echarge your 
fuel supply, and finally (R)epeat this 
maneuver. 

D = Duck Hunt 

Sit still and take pot shots at the 
enemy’s ship as he approaches to at- 
tack. If he gets behind you, thrust away, 
then turn, slow to a stop, and continue 
shooting. 

E = Pack o’ Hounds 

Launch D.O.G.I.s immediately and con- 
tinuously. In sufficient numbers (a maxi- 
mum of 4) their interference with your 
enemy will give you a strong tactical ad- 
vantage. 

F = Fighter Removal 

Put the planet between you and an on- 
coming wave of fighters, forcing them to 
collide with the planet. 

G = Leyland Gravity Whip 

To exceed temporarily your ship’s nor- 
mal maximum velocity, pass near the 
planet while thrusting in a single direc- 
tion. To decrease speed, turn and thmst 
in a different direction. Warning! This 
maneuver can cause a ship to travel 
faster than its launched weapons and 
may result in a ship being damaged by 
its own attack! To avoid this effect, turn 
to face backwards (without thrusting) 
and launch weapons to the rear. When 
traveling at high speeds, beware striking 
the planet. If you get caught in the 
planet’s gravity, don’t thmst directly 
away from the planet. To escape, thrust 
in an outward spiral around the planet, 
until you leave its gravity field. 

H = Homing Weapon "Ha-ha" 

Using your superior mobility, you can 
lure an enemy’s homing weapon back 
upon him. Execution: as you approach 
your enemy, he may fire a homing 
weapon. Instead of fleeing away from the 
enemy, maneuver around his homing 
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weapon, toward the enemy vessel. Move 
to the far side of the enemy ship and 
maintain this position until the homing 
weapon strikes the enemy ship, then 
laugh like this: "Ha-hal" 

I = Bob and Weave 

Use your ship’s superior maneuverability 
to keep the enemy from getting a good 
bearing on your vessel. Change course 
often. Note: the computer player is less 
affected by this tactic than a human op- 
ponent. 

J = Just Out of Range 

Your weapons have a longer range than 
your enemy’s. Try to stay in your kill 
zone, without entering your enemy’s by 
continuously circling his ship at a fixed 
radius. 

K = Kamikaze I 

You can do more damage by self- 
destructing than with your light miSsile 
weapon. The closer you get to your 
enemy, the more damage you will do. 
On your final attack run, fire your main 
weapon as you come in, then 
WHABOOM right in his face. If you are 
playing against another person, some 


kind of scream ("Ai-Yeeeel" will do) or 
other expression is recommended. 

L = Launch Fighters! 

Launch fighters from medium and long 
range. For best results, launch a wave, 
then turn 180 degrees and accelerate to 
catch the enemy (who is probably flee- 
ing) from behind. 

M = Maintain Maximum Range 

Keep your ship out of danger by staying 
as far away from your enemy as pos- 
sible. Ose your long-range weapon to in- 
flict damage on your opponent. If your 
opponent is faster than you,- consider 
using the Leyland Gravity Whip (tactic G). 

N = Blaze! , ' 

Your blazer form is very effective in this 
particular situation, so use it continuous- 
ly, unless your opponent 1$ moving so 
fast you can’t catch him. Should your op- 
ponent have the speed advantage on 
you, simply stop and save up fuel. Then, 
hope he slams into the planet. 

O = Drop Weapons in Oncoming 
Enemy’s Path 

Maneuver in front of your enemy’s line of 
travel and deposit homing weapons. 


P = Point-Defense! 

Your point defense laser can be of great 
use in this fight. Remember, it is not effec- 
tive against powerful missiles, though 
can be used to destroy fighters or any 
enemy ship with only 1 or 2 crew remain- 
ing. 

Q = Crystal Ack-Ack 

To avoid being overwhelmed by multiple 
incoming threats, explode many crystals 
at point-blank range while turning. Con- 
tinue until threat is eliminated. 

R = Dodge with Retros 

Ose your unique retro-propulsion system 
to dodge incoming guided weapons. 

Jump perpendicular to the path of the 
missile, activating your special power at 
the last moment before the missile hits, 
and only for a short duration. 

S = Sing Syreen Song 

Your ability to lure enemy crew from his 
ship is your most effective weapon in this 
battle. Remember, you don’t always need 
to pick up your enemy’s affected crew; 
his loss is often bad enough. 

T = Bubble Cloud 

Travel in a tight circle, launching bubbles 


TlillN ENGINE GHMING PRESENTS 


Out Time Days 

a game of Time Travel in an alternate dimension 

THE EXPERIENCE: OTD is a game of life on a 
strange world. Although populated by a variety of 
semi-humanoid races, it is nothing like the Earth 
that your character left behind. Gone is the industri- 
al might of large nations. The multi-talented worker 
is a thing of the past. Even your famed Time Jump- 
ing skills have been checked to a certain degree. 

However, you do happen to be one of the few Time 

Jumpers on this world, and that in itself is a major strength. 

You’ll choose one of several sects to work with, or attempt to 

create your own from scratch, which will help set your general meth- 

od of operation. As each new time opens, there are new discoveries to 
make, new lands to chart, and new people to meet. The world awaits 

change, and you are the catalyst. 

OUT TIME DAYS is a highly interactive role-playing Play-By-MaU 



game with turns processed weekly. It has received excellent reviews, 

notably from Flagship and Paper Mayhem. Turn cost 

is $5.00. The game is open ended and 99% computer 

moderated. The rulebook may be obtained for $5.00 
(refundable with startup). A special startup is 
available that gives you the rulebook, the startup 
turn, and five turns for only $15.00. 

Dependable, weekly, error -free turns since 1984 



Space Combat 

a game of pure tactical combat... 
in a rather unique environment 

You’ll be fighting in an cdgelcss contest zone aboard liv- , vm 

ing creatures. Space Combat is almost all combat, with 

some room for diplomacy. Offensive actions include 

the creature’s Psychic Screams to mentally disrupt ' 

others, launching Inverse Mines that will implode _• 

near your enemy, freeing Spores to destroy inter- 

nals, using Nerve Pulses to paralyze pesky scouts, , 

and Virally Infecting your opponent in the hopes of / ] ' 

taking over their alien. Each turn comes with a special full-page graphic 

printout of your ending position to aid 
you in planning. 


Space Combat was designed to be 
easy to learn, but difficult to master. 
Every game starts with ten players, 
and as each is eliminated, the chances 
of tire game entiing will increase. 
Tumshccts arc custom made on a laser 
printer to aid you in filling out your 
next turn. The games run about 12-18 
turns. Cost is $3.50 per turn. A rule- 
book (required before you can join) is 
$1 .00 (free if you mention this ad!). 
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IBM 1 



Balance Planet 

$34 

Gunboat 

$33 

Hardball II 

$28 

Search for the King 

$41 

Star Control 

$34 

Strike Aces 

$34 

Test Drive II 

$31 

Jack Unlimited Golf 

$41 

Course #3 

$15 

wmRmmmtmmm 

Anc. Art War Sea 

$31 

Carmen Time 

$31 

Dark Heart 

$34 

Joan of Arc 

$31 

Omni Basketball 

$34 

Prince of Persia 

$24 

Sim City 

$34 

Sim Terrain Edit 

$15 

Wings of Fury 

$28 

Wolfpack 

$38 

ELEC. ARTS 

Centurion 

$34 

Empire 

$34 

F-1 6 

$34 

Fount Dreams 

$34 

It Came Desert 

$34 

Madden Football 

$34 

PGA Golf 

$34 

Populous 

$34 

688 Attack Sub 

$34 

Starfleet II 

$41 

Starflight II 

$34 

Stormovik 

$34 

TV Basketball 

$34 

Weaver 1 .5 

$28 

GENERAL OTRSm 

Action N. Atlantic 

$30 

Bismark 

$30 

Midway 

$30 

Prelude Jutland 

$30 

Raider Atlantis 

$30 

River Plate 

$30 

LANCE HAFFNER 

Courtside B.ball 

$30 

Full Count BB 

$30 

Full Count 89 

$13 

Input Disk 

$13 

Pro Basketball 

$30 

3 in 1 Football 

$30 

3-1 89 Teams 

$13 

INFOCOM 1 

Battle Tech 

$33 

King Arthur 

$28 

Mines of Titan 

$31 

LUCASFILM j 

Battle Hawks 

$34 

Finest Hour 

$41 

Loom 

$41 

MEDIAGENIC 

A-IOTank Killer 

$33 

Battle Chess 

$33 

Circuit's Edge 

$34 

Dragon Wars 

$34 

Future Wars 

$34 

Mech Warrior 

$33 

Neuromancer 

$33 


To Order Call 1-800-872-3750 


IBM 


I Hbm i \ c-64 i 



MICROPROSE 


F-151 
F-1 9 Stealth 
Gunship 
M-1 Tank 
MegaTraveller 
Railroad Tycoon 
Red Storm 
Silent Service II 
Sword Samurai 


$37 

$46 

$33 

$46 

$41 

$41 

$37 

$41 

$37 


MINDSCAPE 


Bal. Power 1990 
Dev$ Thunder 
Guns & Butter 
Hostage 
Loopz 


$34 

$34 

$34 

$34 

$23 


NEW WORLD 

Kings Bounty 

$34 

Tunnels <5 Trolls 

$34 

Mights Magic II 

$34 

Nuclear War 

$34 

OMNITREND 

Breach II 

$33 

Paladin 

$28 

Universe III 

$33 

ORIGIN 

Bad Blood 

$34 

Knights Legend 

$33 

Omega 

$33 

Space Rogue 

$33 

Tangled Tales 

$21 

Times of Lore 

$28 

Ultima Trilogy 

$40 

Ultima IV or V 

$40 

Ultima VI 

$45 

Wina Comndr 

$28 

SIERRA 


Code Iceman 

$40 

Colonel's Beqst 

$40 

Conq Camelot 

$40 

Gold Rush 

$28 

Heroes Quest 

$40 

Kings Quest IV 

$33 

Manhunter NY or SF $33 

Police Qstll 

$33 

Sorcerian 

$40 

Space Qst III 

$40 

SIM C4AMH4iiii;l 


BT Barbarossa $41 
Battle Atlantic $41 
Fifth Eskadra $41 

Fleet Med $41 

Golan Front $41 

Grand Fleet $41 

Grey Seas $41 

In Harm's Way $41 
Kriegsmarine $41 
Long Lance $41 

Malta Storm $41 

MBT Cent Germany $41 
MBT N. Cermnv $41 
Northern Fleet $41 
Operation Overlord $41 
Seventh Fleet $41 
Stalingrad Campgn $4J 


Tank 
Trace n 
Vette 

War Mid Earth 
White Death 
Wizardry Trilogy 
Wizardry V 
Worlds at War 


$33 

$33 

$33 

$33 

$33 

$33 

$33 

$30 



1 SSG 1 

Civil War #1-3 ea. 

$28 

Gold Americas 

$28 

Halls Montezuma 

$31 

Panzer Battles 

$28 

Reach Stars 

$31 

Rommel 

$28 

Run 5 issue #15 

$4 

! $si 

Azure Bonds 

$34 

Battles of Napoleon 

$34 

Buck Roaers 

$34 

Champ Krynn 

$34 

Dragon Strike 

$34 

First Qver Germany $34 

Gettysburg 

$41 

Heroes Lance 

$28 

Hilisfar 

$34 

Kampfgruppe 

$41 

Pool Radiance 

$34 

Red Lightning 

$41 

Second Front 

$41 

Silver Blades 

$34 

Storm Europe 

$41 

Sword Aragon 

$28 

War Lance 

$34 

Waterloo 

$41 

1 THREE-SIXTY 1 

Harpoon 

$41 

Seen #2 

$21^ 

Seen Editor 

$28 

Sands of Fire 

$31 

Thud Ridae 

$28 

ETC... 

Act Stations 

$35 

Bandit Kings 

$40 

Blitz Ardennes 

$42 

Drakkhen 

$41 

Faces 

$28 

Falcon AT 

$40 

Fantasy Ftball 

$34 

Fire Brigade 

$34 

Flight Intruder 

$41 

Front Line 

$34 

Genghis Khan 

$40 

Gretzky Hockey 

$37 

Gretzky League 

$28 

Keys Maramon 

$33 

Magic Candle 

$33 

ML Baseball II 

$33 

Nobunagas Amb 

$40 

Revolution '76 

$33 

Rings Medusa 

$33 

Risk 

$28 

Romances King 

$46 

Star Trek Next Gen 

$33 

Stunt Driver 

$34 


ACCOLADE 


Grand Prix 
Heat Wave 
Nicholas Golf 
Jack CD #1 
Steel Thunder 
Strike Aces 
Test Drive II 
Musclecars 


$21 

$21 

$21 

$12 

$21 

$28 

$21 

$12 


BR0 DERBUND 

Centauri Alliance $21 
Omni Basketball $24 
Sim City $21 

Wings Fury $28 

World is Carmen? $24 


iCINEMAWARE 


Rocket Ranger 

$24 

Speedball 

$21 

TV Football 

$21 

ELEC. ARTS 

Bard's Tale III 

$28 

Empire 

$34 

F-1 6 Combat 

$24 

Ferrari F-1 

$21 

Future Magic 

$24 

Iron Lord 

$28 

Questmaster 

$24 


Starflight 


I LA NCE HAFFNER 

Courtside B.ball $30 

Full Count BB $30 

Full Count 89 $13 

Input Disk $13 

Pro Basketball $30 

3 in 1 Football $30 

3-1 89 Teams $13 


MEDIAGENIC 


Battle Chess 
Die Hard 
Dragon Wars 
Face Oft 
F-1 4 

Neuromancer 


$33 
$21 
$31 
$21 
$28 

MICROPROSE 

Airborne Ranger $24 

Gunship $28 

Pirates $31 

Red Storm $31 

Stealth Fighter $28 



Wild Streets 
Wizardry Trilogy 
Wizardry V 


C-64 1 


ORIGIN 

Auto Duel 

$28 

Knights Legend 

$33 

Qmega 

$33 

Space Rogue 

$33 

Tangled Tales 

$21 

Times of Lore 

$28 

Ultima Trilogy 

$40 

Ultima IV or V 

$40 

Windwalker 

$28 

SIM CANADA 

Grey Seas GS 

$41 

In Harm's Way 

$41 

Long Lance 

$41 

Seventh Fleet 

$41 

SSG 

earners War 

$34 

Civil War l-lllea. 

$28 

Europe Ablaze 

$34 

Fire King 

$28 

MacArthur 

$28 

Montezuma 

$28 

Normandy 

$28 

Panzer Battles 

$28 

Reach Stars 3 

$28 

Rommel 

$28 

Russia 

$28 

Run 5 issue #15 

$4 

SSI 

AD&D Asst. #2 

$21 

Azure Bonds 

$28 

Champ Krynn 

$28 

Dragons Flame 

$15 

Gettysburg 

$41 

Hilisfar 

$28 

Napoleon 

$34 

Qverrun 

$34 

Panzer Strike 

$31 

Pool of Radiance 

$28 

Silver Blades 

$28 

Storm Europe 

$41 

War Lance 

$28 

ETC. . . 

Battle Tech 

$28 

Blue Powder 

$33 

Dble Dragon II 

$24 

High Seas 

$33 

KInas Bounty 

$28 

Magic Candle 

$28 

Middle Earth 

$28 

Might Magic lor II 

$28 

MLBBII 

$28 

Rebel Univ 

$24 

Risk 

$28 

Stealth Mission 

$33 

Tetris 

$17 

Thud Ridge 

$22 


$28 

$28 

$33 
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Season’s 

Greetings 



AMIGA i 


ACCOLADE 

Gunboat 

$34 

Hardball II 

$34 

Harmony 

$31 

Jack Golf 

$34 

Strike Aces 

$34 

Test Drive II: Duel 

$34 

BRODERBUND 

Camien Europe 

$28 

Joan of Arc 

$31 

Omni Basketball 

$34 

Sim City 

$31 

Terrain Edit 

$15 

Wings of Fury 

$28 

CtNEM AWARE 

Draaon Lord 

$34 

Federation 

$34 

It Came Desert 

$34 

It Came Desert II 

$15 

Lords Rising Sun 

$34 

TV Basketball 

$34 

TV Football 

$34 

Winas 

$34 

ELE(X ARTS 

Dragon Force 

$34 

Empire 

$34 

FlQQd 

$28 

Gold Americas 

$28 

Imoerlum 

$28 

Miahl Maalc II 

$41 

Nuclear War 

$34 

Populous 

$34 

Reach Stars 

$28 

688 Attack Sub 

$34 

Starflight 

$34 

Unreal 

$34 

Weaver Baseball 

$34 

LUCASFILM 

Battle Hawks 

$34 

Finest Hour 

$41 

Last Crusade 

$34 

Loom 

$41 


AMIGA_^ 


SSI 

Champ Krynn 

$34 

Draaon Strike 

$34 

Dyerrvn 

$41 

Pool Radiance 

$34 

Red Lightning 

$41 

Second Front 

$41 

Star Command 

$34 

Stellar Crusade 

$38 

Storm Europe 

$41 

Sword Aragon 

$28 

Waterloo 

$41 


BT Barbarossa 

$41 

Fleet Med 

$41 

Malta Storm 

$41 

MBT Cent Germany $41 

MBT N. Germnv 

$41 

ETC 

Bandit Kinas 

$41 

Battle Chess 

$33 

Breach II 

$33 

Col Beauest 

$40 

Conq Camelot 

$40 

Damaclea 

$31 

Drakkhen 

$40 

Dungeon Master 

$28 

Falcon 

$33 

Falcon Mission 

$17 

Genahis Khan 

$41 

Gretzky Hockey 

$34 

Gretzky Lg Sim 

$23 

Heroes Quest 

$40 

King's QstIV 

$41 

M1 Tank Platoon 

$41 

Neuromancer 

$31 

Omega 

$33 

Pirates 

$33 

Red Storm Risina 

$38 

Times of Lore 

$28 

Ultima IV 

$40 

White Death 

$40 


Hint^ooks^^i 


A-10 

$34 

Buck Rogers 

$13 

Champ Krynn 

$10 

Colonels's Bequest 

$8 

Cona Camelot 

$10 

Dragon Wars 

$10 

Drakkhen 

$13 

Dungeon Master 

$10 

Heroes Quest 

$8 

Gold Rush 

$8 

King's Qst l-IV ea. 

$8 

Loom 

$10 

Manhunter 

$9 

Mights Magic I or II 

$12 

Neuromancer 

$12 

Police Qst I or II 

$8 

Pool Radiance 

$10 

Quest Clues I or II 

$19 

688 Attack Sub 

$10 

Silver Blades 

$10 

Space Qst I or II 

$8 

Starflight I or II 

$10 

Ultima IV 

$10 

Ultima V 

$12 

Ultima VI 

$12 


Coming Soon 


IBM 


Bard's Tale III 

$34 

Battle Chess II 

$34 

Blue Max 

$34 

Command HQ 

$41 

Crescent Hawk 

$34 

Das Boot 

$34 

Dragon Force 

$34 

Knights Sky 

$41 

Lord of the Rings 

$34 

Renegade Legion 

$41 

Secret Luftwaffe 

$41 

Space 1889 

$41 

UMSIl 

$41 

Amiaa 


Dragon Wars 

$34 

Harpoon 

$41 

Powermonger 

$34 

C-64 


Buck Rogers 

$28 

Dragon Strike 

$28 

Keys Maramon 

$34 

Magic Candle II 

$34 


APPLE k 

Ancient Art of War 

$28 

Anc Art of War Sea 

$31 

Battles Napoleon 

$34 

Battle Chess 

$31 

Centaur! Alliance 

$34 

Champ Krynn 

$34 

Civil Warvol. 1-3ea 

$28 

Curse Azure Bonds 

$34 

Dark Heart Uukml 

$34 

Dragon Wars 

$34 

Earl Weaver BasebI 

$28 

Gettysburg 

$41 

Jutland 

$30 

Kings Bounty 

$28 

Knights of Legend 

$34 

Magic Candle 

$34 

Manhunter NY 

$34 

MBT Cent Germany 

$41 

Midway 

$30 

Neuromancer 

$34 

North Atlantic 

$30 

Qmega 

$34 

Panzer Battles 

$28 

Pirates 

$31 

Pool of Radiance 

$31 

Prince of Persia 

$24 

Questmaster 

$28 

Reach for the Stars 

$28 

Russia 

$28 

Space Rogue 

$34 

War of the Lance 

$28 

ACCESSORIES | 


Ad Lib -IBM 

$118 

Sound Blaster 

$189 

Blank Disks 5.25 

$6 

Blank Disks 3.5 

$10 

Dexxa Mouse 

$49 

5.25 Cleaning Kit 

$6 

3.5 Cleaning Kit 

$6 

Ergostick C64, Am 

$19 

Ergostick App, IBM 

$29 

Mouse Master 

$28 

Mouse Pads 

$6 

Disk Case -60 

$9 



Call Anytime on oiir 24 hour Automated Order Line 
Operators Available M-F 9-5 



P.O. Box 930427 
Norcross, GA 30093 
404-939-0355 
Fax Lino 1-404-939-0259 
1-800-872-3750 

Circle Reader Service #54 


Atlanta residents call 404-939-0355. When ordering by mail send money order, include phone number. 
SHIPPING: Add $3.00 for shipping and handling charge. Georgia residents add 5 % sales ux. Shipping for 
Canadian orders is 5% of order, with a $5.00 minimum . U. S. Mail, APO & FPO orders add 59!> of order, with a 
$4.00 minimum. Shipping for all other foreign orders is 15% of order, with a $12.00 minimum. 

Prices are subject to change. All sales are final. New titles are underlined . 











Game Hints 


continuously. Stay inside the resultant 
cloud until the enemy charges in after 
you, or until the situation changes and 
you can make effective use of tactic hi or 
O. 

Cl = Use Both Forms 

The enemy is susceptible to Ixjth 
Mmrnmhrm ship forms, if the 
enemy nears, blast him with the 
twin lasers of the X-Wing, other- 
wise whittle him down with the And 
long-range missiles of the Y-Wing. _ 


Your opponent is especially open to lim- 
pet attack. Even if you lose your VtlX, 
remember that any limpets which hit 
remain attached to the enemy ship, so 
your subsequent attackers in this battle 
will have an advantage. 

Earthling 
Cruiser chan 


- Limpet Opportunity 


Androsynth 

Guardian 


. 20 % 


Chance to defeat 
enemy vessel 


, Suggested tactical 
maneuvers 


W = Intercept Weapon 

Use your weapon to intercept the 
enemy’s incoming missile. It is easiest to 
hit an incoming threat in the moment 
just before it strikes your ship. 

X = X-Wing 

Your X-Wing form is the most ef- 
lefeat fective in this match-up. Use the Y- 
el Wing form only to escape other- 
wise unavoidable dangers. 

Y = Y-Wing 

Remain in your Y-Wing form when- 
. ,. I ever possible. CGVV 












/W- 






Ur-Quan 

Dreadnought 


Mycon 

Podship 


Spathi 

Discriminator 


Androsynth 

Guardian 


VUX 

Intruder 


Ilwrath 

Avenger 


Umgah 

Drone 


AI 

25 %^ 25 % 


JB0% 
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When You’re in Com' 
mand, Commandl 

(Continued from page 14) 



machine will almost certainly damage his own morale, in addi- 
tion to the combat effectiveness of his troops. 


Reconnaissance Data 

The map is laid out on a huge square grid. Units, while their 
larger icons occupy nine squares in a square grid when seen on 
the map, only physically exist on their center square (for all you 
board wargamers, this gives each unit a kind of "Zone of Con- 
trol" feel). Terrain includes deserts, jungles, polar wastes and 
lakes (which all cause attrition); forests and mountains (which, 
like polar and Jungle, are all slow growing); plus the aforemen- 
tioned objectives, plains (i.e., "clear" terrain), docks and oceans. 
Finally, there are the player-created nuclear wastelands. 

Procurement 

As the money rolls in, players are able to go shopping for rein- 
forcements. There are six basic combat units which a player can 
build, plus five other specialized units and options. Costs vary 
from 5 to 20 billion dollars, so patience (while waiting for one’s 
economy to generate enough funds to purchase units) is an ex- 
cruciating must. Time, too, is a crucial element, as newly pur- 
chased units take their city or base of construction offline for fu- 
ture purchases for fixed amount of time. Thus, all the money in 
the world will not raise an instant armada in a single city for the 
player. 

Land combat units come in two flavors: infantry armies and 
tank armies. Tank armies are considerably faster and serve as su- 
perior fighters in the opien plains and deserts. Additionally, armor 
has the ability to find the hole in the enemy’s lines and push 
through toward their rearward objectives. Infantry, on the other 
hand, is very steady on both attack and defense. When left alone 

(Continued on page 41) 




WATCH OUT FOR 
FALLING BLOCKS 

Be careful! You II be 
buried alive by the 
addictive 3-D chal- 
lenge of Blockout.™ 
As the 3-D blocks 
appear, flip, rotate 
and maneuver them 
into position as they fall into the playing pit. Fit 
them together to complete layers, and you'll 
steadily clear your way out. But, make one false 
move, and you’ll be buried in blocks. 

Plus, with more and more complex sets of 
blocks, faster, and faster 
action and hundreds and 
hundreds of pits, there’s a 
version of Blockout for every 
player. 

To order: Visit your retailer or call Electronic 

Arts Distribution at 
1-800-245-4525 to 
charge on Visa or 
MasterCard. 


B^K 

The Ultimate 3-D 
Mind Teaser 



Available for IBM PC*, Tondy,® 
Amiga,'" Macintosh,'" C64,'" Apple 
IIGS,'"and Atori St.'" 
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Game Hints 


Scorpion s ^aCe 


Heretofore Untold, Scorpia Reveals 

The Secret of 



Warning: Although "The Scorpion’s 
Tale" is a warm and comfortable 
tavern of the mind with a nice cozy 
fire of vibrant images, our resident 
storyteller conjures up illuminating 
hints about games. If the gentle 
reader eschews hints, let him be- 
ware! 

S o, here we are, in December. 
Fred’s given up on finding that 
iost month for now. He’s busy 
with ail sorts of holiday preparations 
(don’t ask . . .). But, he says he’ll start 
looking again sometime in the spring. 
Good luck, Fred, you’ll need it. Speak- 
ing of looking, this is the time of year 
many people look for a warm spot to 
spend a couple of weeks away from 
the winter’s cold. If you’re one of 
those, I know this great little spot in 
the Caribbean . . . 

The Secret of Monkey Island, from 
Lucasfilm, is the saga of a pirate wan- 
nabe, Guybrush Threepwood. Really. 

I’ll just call him Guy from now on, it’s 
easier all around. 

The game is fairly easy, too. In terms 
of difficulty, it’s about a step and a 
half up from Loom. Much more to do 
and more puzzles to solve. Also, 


there’s plenty of humor in Monkey Is- 
land. Basically, the game is played for 


laughs and it comes off well. This is a 
funny adventure. 



The graphics are nice, although not 
quite so good as Loom. 1 now have a 
sound card (yayl), and found the musi- 
cal scores (real tunes, not just sound 
effects) to be quite good (the jazzy 
jungle beat is my favorite). I have to 
admit, real music in the right places 
does add some spice to a game. 

This is also smart software. It knows 
what graphic card and sound card (if 
any) you have and activates them 
automatically. Mo tedious menus to 
wade through while answering ques- 
tions about your system. I like that. Of 
course, if you do want to change any- 
thing, there are instructions for doing 
that manually. 

The interface is simple, much like 
the one in Loom. The best part is that 
there is no silliness about "you’re not 
close enough" to pick up an item. 

Just click on it, and Guy will walk 
over and grab it (unless obtaining the 
item is part of a puzzle). This is one 
game where you don’t have to worry 
about maneuvering your character 
precisely around the screen. 

(Continued on page 43) 
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Total Funds Available 


Number of Bach Type 
You Have 


Number of Each Type 
Enemy has Revealed 


Unit Costs 







(Continued from page 39) 
for the 
shortest 
amount of 
time, they 
will 

entrench, 
giving 
them con- 
siderabiy 
more back- 
bone 

against ali 
but nuclear 
attacks. Ad- 
ditionally, 
they pose 
a wonder- 
ful offen- 
sive threat 
when 
empioyed 
en masse 
(they cost 
$10 biiiion, 
to armor’s 

$20 biiiion, and so are often more numerous in batties). Whiie 
they do not infiitrate, as armor does when "overrunning," they 
can be airdropped a short distance by aircraft units. Popping in 
on an ungarrisoned enemy objective or attacking his iines from 
the rear is often the decisive tactic performed by the "poor, 
bioody infantry." 


SATL KILLER 
USE NUKES 
FOREIGN AID 



7m 

iMi 



While there is only one type of air unit (and it is expensive at 
$20 billion), these may be based in quantity at 
cities/bases/capitols or one may be placed on each aircraft car- 
rier. Air units extend the range of one’s spotting capabilities con- 
siderably, and can conduct airstrikes, transport infantry and 
stage to new bases. 

Navies consist of the aforementioned aircraft carriers (costing 
$20 billion apiece), surface fleets (called "cruisers" and costing 
$10 billion) and the dreaded submarines (also $10 billion). The 
carrier, even without an air unit, has a long striking range during 
game play. Both carriers and cruisers can pull up near enemy 
land units on coastal spaces and "bombard" the daylights out of 
them. In fact, spending a few turns bombarding a target near the 
coast prior to and in support of invasions is an important key to 
victory. Submarines, on the other hand, are nearly invisible. They 
are virtually undetectable when not moving, and have a good 
sighting range. When they get near a "transport" (any land unit 
tluating around at sea), they can sink them quicker than you can 
say "surprise!" As on land, combined arms tactics work best. 


Evaluations And Dispositions 

There are five scenarios provided with Command HQ. The 
WWI scenario takes the situation in 1918 after the collapse of 
Russia, with the Kaiser’s armies shifting west for the "final offen- 
sive," while the American boys cross the Atlantic to turn the tide. 
This game uses only infantry armies, cruisers and submarines 


(Continued on page 121) 





in 
are 


You’ll be busy 
swerving past moving 
barriers, blasting 
robot guardians, and 
keeping the walls 
from caving in on you. 
Some say you're the 
best rocket jockey 
the galaxy, but 
you ready for the Tunnels of Armageddon^"? Strap 
your heart in as you warp through an extensive and 
deadly network of underground tunnels at mind- 
numbing speed in your quest to save the world. Pick 
upspecial items to help you get 
past the “nastier” obstacles 
that await you in the 20 in- 
creasingly difficult stages of 
tunnels. And remember to take 
the right route, because every 
second counts. 


TunnelS. 

The Future Is In Your Hands 


CALIFORN A 


To order; Visit your 
retailer or call Elec- 
tronic Arts Distribu- 
tion at 1-800-245- 
4525 to charge on 
Visa or MasterCard. 


Available for IBM PCf, 
Amigo,'“and Apple IIGS.’“ 


KBSYOUR 
ASTEROID GOODBYE 
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1^^ O tep into the bizarre logic of Lewis Carroll's spellbinding CM 

imagination... 'O 

- Attend the Mad Hatter’s absurd tea party. Meet the caterpillar ^ 
= t A perched upon his mushroom, puffing away on his hookah. Drop in ' 
i .* on the duchess (is that a baby or a piglet she is holding?) and her 
i temperamental cook. 

You, as Alice, face a plethora of puzzles, puns and conundrums. 

Like how to assist the royal gardeners in painting the roses red 
before the Queen of Hearts arrives to inspect them. Challenges to > 
perplex and enchant you for hundreds of hours. 

But Wonderland isn't just a bewitching story. It’s playing 
environment breaks new ground for computer adventures. Here’s 
^^what the editor of Computer Gaming World has to say about it! 

ff “The game is neither strictly a text adventure nor can it be 

*' described as a graphic adventure. It is its own genre... The game 
.^ajr uses multi-tasking to offer an incredible array of features...” 
Besides superb graphics and sound support, Wonderland’s unique 
windowing environment offers pull-down verb and 
noun menus, graphics you can size up or down and 
move around the screen, automated mapping, 

compass for directional movement, and 

(CGWV'brilliant and insane” 

(The Electronic Gamer), are more 

Wonderland. Questbusters i 

calls its windowed universe t 

“the ultimate interface.” 7" y I 

Stunning graphics, impressive ^ V 

sound board support and a 5 

captivating story, all in a I 

sophisticated new ^ 

windowing system, < X * 

combine to make 

Wonderland the richest ^ 

adventure ever: 'v ^ ^ '' 

a game to play, to ^V_ 

tell, and to inhabit. f 


Screens taken front IBM VGA version. 

For IBM, Amiga and Atari ST computers. 
Suggested price $59.99 

Wonderland"* is a trademark ofMr^in Mastertronic International, Inc. 


Virgin Mastertronic Internatiori; 
18001 Cowan, Ste. A, Irvine, C^ 


714-833-8710 


tiz — ^ '.n^. . " 

I - .j: — 5" ' ■ 

BBSi iSSu^^ 

|5u5mQ^1 

VM*m qMm <ml ckaara 

afeoMUMw. aUSoggS 

ii*)«a»»«dwy 

sS M . ifli. 1 

^-■1 \ ^ ) 


.it-.'/:' " 

1 

isatBSE^^ 








Anyway, our boy wants in on all the 
glamor, excitement, and piunder that 
goes with a pirate’s life. ^ he ends up 
on Meiee island™ looking for action, or 
at least some directions on how to be a 
pirate. It isn’t long before he finds his 
way to the SCtIMM (not a misspelling, 
but an amazing similarity to the name of 
the Lucasfilm parser/interface) Bar. In- 
side, are a bunch of important-looking 
pirates, who saddle him with three tasks 
to perform. If Guy can pull them off, he’s 
a pirate. 

Now, it’s not the ordinary thing for 
pirates to bother with a know-nothing, in- 
experienced kid. Ah, but these are tough 
times for the buccaneers of Melee Is- 
land™. There used to be a nasty pirate 
by the name of G.P. LeChuck. Then, he 
died. Now, he’s back . . . complete with a 
ghost ship and a ghost crew. Frankly, 
he’s making life . . . well . . . hell on earth 
for the living pirates. No wonder they’re 
so desperate that they’d take on some- 
one like Guy. 


Anyway, Guy isn’t daunted in the least 
(brave, but maybe a trifle on the naive 
side). So, off he goes to complete his 
three quests: stealing the idol of Many 
Hands from the Governor, finding the 
Legendary Lost Planet of Mag— err, that’s 
The Legendary Lost Treasure of Melee Is- 
land™, and defeating the Sword Master 
in single combat. Why, I’ll bet he could 
do all of that in a single night without 
working up a sweat (especially since the 
clock is always at 10 PMl). 

The first thing Guy needs to do is get 
his bearings by wandering around town, 
going everywhere, talking to everyone, 
and snarfing everything that isn’t nailed 
down. His inventory is bottomless, so 
there’s no worry about overload. If Guy 
isn’t sure about what to say to someone, 
you can always save the game, even in 
the middle of a conversation (handy if 
you want to see what reactions will come 
from making a smart remark or two). 

The governor’s mansion looks like a 
tough nut to crack. The path to it is 
guarded by a pack of vicious, deadly 
piranha poodlesi Guy doesn’t want to get 
too close to those. Maybe he could come 


back later, with a tactical nuclear device 
or something equally effective. 

Then again, finding that treasure may 
not be so easy, either. There’s a suspi- 
cious-looking man standing on a street 
corner, with a rare map to the treasure. 

Of course, he’s not handing them (oops) 
it out for free. Shovels cost money, too. 

Well, how about the Sword Master? 
Gosh, seems like only one person in 
town knows where she (yes, she) lives, 
and he isn’t telling. Not to mention the 
fact that the Sword Master isn’t particular- 
ly interested in having a duel, or even a 
chat, with our boy. What’s a pirate wan- 
nabe to do? 

Maybe some further exploration will 
help. There’s more to Melee Island™ 
than just the town. Back up the cliff path 
and past Lookout Point is the rest of the 
island, with several interesting places to 
visit. The circus, for instance. Now, here 
is where Guy can make some quick 
bucks, if only he had a helmet. Or at 
least something that would pass for a hel- 
met. Then, he could buy the map and 
anything else he needs. 


A NATIONAL WILL GRAND ALLIANCE 



"A National Will" is a computer moderated play-by-mail game 
where each player runs an economy of a country. Players make 
decisions on production, labor allocation, revenue, trade, etc. 
The strength of a country's military depends on the vitality of its 
economy. 

To order the rule book and take your first turn, please send $6.50 or 
$3.00 for the book only with your name and address to 



"Grand Alliance" is a fully 
computer moderated play- 
by-mail game which involves 
the battle of survival between 
human and alien races. 
Players represent either a 
member or the human race 
or of the alien race with the 
universe as a setting. The 
game is played on a map of 
three parallel levels where 
each level is composed of 
240 planetary systems. Each 
player must solve military 
and political problems within 
their own camp before war 
can be waged effectively 
against the opposing race. 
Each side is faced with the 
same situations and 
problems to overcome. 


To order the rule book and take your first turn, please send $5.00 
or $2.00 for book only with your name and address to 


Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 84152 

Circle Reader Service #66 


Turn fees are $3.50 
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Game Hints 


Wandering around in the great out- 
doors, Guy might even find a little some- 
thing to help with those nasty poodles. 
However, there doesn’t seem to be 
anyone who can instruct him in 
swordplay (can’t beat the Sword Master 
without it). Unless that person happens 
to live beyond the bridge. You know, the 
bridge guarded by the Troll (so, we know 
what kind of bridge it is, right?). 

All Guy has to do is give the Troll What 
it wants. He (it?) doesn’t want money, 
which sounds a little fishy to me. 

Whoever heard of a Troll that wanted 
something useless? But hey, maybe he’s 
telling the truth (in a game like this, any- 
thing could happen!). 

Sure enough, once past the bridge Guy 
happens on Captain Smirk’s Swordplay 
School. Fortunately, Guy has enough 
money to learn, at least, the bare essen- 
tials of handling a sword without cutting 
himself into sashimi. However, Guy isn’t 
quite ready for the big one yet. He still 
needs to prove himself in a few fights. 
Those are easy to come by and Guy will 
know when it’s time to visit the Sword 
Master. If he can find her. 


Remember, only one person knows her 
location and he ain’t telling. If Guy just 
stands there with his teeth in his mouth, 
he’ll never have his big chance. A word 
to the wise, and all that. 

Oh, did I mention the prisoner? The 
one being held in the jail? No? Well, now 
I have (heh). Guy is gonna’ have to get 
him out. There are no pardons available 
and there is no key. You might say this 
one’s the acid test of Guy’s ingenuity. 

Well, it’s been a busy night and about 
to become even more so. ’Cause as Guy 
returns from his last task, he’s met by 
the lookout, with some disturbing news. 
Our friend LeChuck has just kidnapped 
the Governor (he’s had a "pash" for her 
for years and being dead hasn’t changed 
things) and sailed off with her to his 
secret hideout on Monkey Island™. 

There’s only one thing for our boy to 
do now, and that’s play hero. Shouldn’t 
be too hard, just get a ship and a crew 
and sail off after LeChuck. Funny, 
though, how the SCUMM bar is suddenly 
deserted, with only the cook left behind. 
Wonder where everyone went? Surely 
there’s someone or other around Guy 


can con . . . umm, persuade into helping 
him. As a matter of fact, there are three 
people on the island who are willing 
(God knows why) to go along. Now, it’s 
just a matter of obtaining a ship, and we 
all know there’s only one place for that: 
Stan’s Previously-Owned Vessels. 

Dealing with Stan is, well, a pain in the 
nether regions. He’s the epitome of all 
fast-talking salesmen, so you know what 
that means. "I’m not happy unless you’re 
happy, and I know you’re gonna leave 
here happy today", (gak) Alas, there’s no 
way around it. Much though Guy would 
rather strangle this twit with his own 
words, he’ll have to spend time (maybe a 
long time, sigh) haggling over the price 
of the ship. Well, no one ever said being 
a pirate was all bottles of rum and pieces 
of eight. Sometimes, you just have to do 
some dirty work, too. 

Speaking of work, poor Guy has more 
cut out for him. His choice of crew (if he 
had a choice) may not have been the 
best. Once on board, the trio decide the 
Governor can take care of herself; they’d 
rather cruise the Caribbean and work on 

{Continued on page 116) 



BEFORE 


AFTER 


CIA PLOT UNCOVERED! 


In effort to avoid further embarrassment over the incident with Manuel 
Noriega it is believed that the CiA has given him a new identity. The 
CIA provided Noriega with extensive plastic surgery, according to 
undisclosed sources, and sent him away. Investigators have tracked 
him down to the Middle East where he is posing as Saddam Hussein. 
CIA officials now wish they would have left Noriega in jail. 


OUTSMART YOUR FRIENDS with the FIND NORIEGA game. If you think the story above is unbelievable - make 
up your own version. • Hide Noriega in a new place and change the clues to make him harder to find. • Use game editing 
secrets to modify games. • Create a whole new game to challenge your friends. 


ma.ster program ordered (your choice) 


FREE $29.95 GAME with each 

Adventure of the Sarcophagus. A creepy, 
crawly horror mystery. Included FREE with 
master program. 

Twin Falls Cavern. An expert level 
challenge. Find treasure in a legendary 
underground city to save your village from 
certain death. 

Super Surgeon Adventures in Space. An 
intermediate challenge involving dangerous 
space travel and futuristic bionic surgery. 


Case of the Thudville Thefts. An 
intermediate challenge. Can crime lab tests, 
interrogations, and a citywide search reveal 
a master thief before you’re stopped dead in 
your tracks? 

Ninja Wizard Nightmare. A beginner 
challenge. In a bizarre land with eyeball 
pizza (and you thought anchovies were 
bad!), deadly video games and magical 
exotic fruit, you must complete your quest 
before growing too young to live. 


The incredible Adventure of Learning 
program is the Master Program (required) 
which allows you to use the game modules 
or to create your own game. Cluebook 
included with each game. 

Apple II, Laser 128 (64K) 

Master Program $69.95 

Game Modules $29.95 ea. 



"Abracadata 

the source of plan-making software 

RO. BOX 2440 
EUGENE, OR 97402 
(503) 342-3030 


o ..-I- . CALL TO ORDER 1-800-451-4871 

Run, Create, Modlty games any way you like. By mail: $7 shipping Ist package, plus $2 each additional. Send VISA/MC # and exp. date or check. 
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Cape cod connection 


Mail Order Software • 21 Pleasant View Avenue • Falmouth, MA 02540 

Specializing in courteous service, we can help you navigate through the seas of entertainment and 
education software. We carry most formats! 

ANYTIME — ANYWHERE ~ 24 hour FAX order line 1-508-548-9419 

ON-LINE MODEM SHOPPING — 1-508-457-4558 

Call for FREE IBM Newsletter — Other Formats Call for Updates 


1-800-328-WARE (9273) 


TOP SELLERS: 1-800-328- WARE (9273) 


CCC INFORMATION CENTER 

We have never seen such a large and diversified Pre-Christmas 
Line-up. You will notice most titles are coupled with a CALL. We 
did not know the prices at the time of this AD but wanted to show 
all the titles due to be out before CHRISTMAS!! Feel free to call 
and check availability, pricing and, of course, we still have all our 
regular titles. FREE Newsletter available for ALL formats. 

THE CAPE COD CONNECTION BBS 
ON-LINE MODEM SHOPPER 
offers 

• Software Catalogs and Preview listing for all formats 
updated daily, can be read on-line or downloaded 

• Private and Public Message areas for info on games, 
tips, hints, reviews, chatter, etc. 

• On-Line Ordering is securel 

• On-line games. We offer "Global War" a multi Player 
Risk type War Game 

• Break the Vault and win discounts!! 

• Call 24 Hours a day 1 -508-457-4558 

NAVY BLUE TEE SHIRTS OR CAPS (CCC's OWN) $9 


NEW OR SOON 


TO BE RELEASED 

IBMI 


Ancient Glory 

call 

Armada 2525 

call 

Avenger A10 

36 

Bane Cosmic Forge 

call 

Battletech II 

33 

Buck Rogers 

call 

Blue Maxx 

call 

Bard's Tale III 

call 

Battle Command 

call 

B.A.T. 

call 

Cardinal/Kremlin 

call 

Chinese Chess 

33 

Command HQ 

call 

Countdown 

call 

Covert Action 

call 

Deathbringer 

call 

Dragon Force 

call 

Days of Thunder 

35 

Falcon 3.0 

44 

Fountain of Dreams 

35 

F/29 Retaliator 

call 

Gorbachev's Ace 

call 

Galleons of Glory 

call 

Harpoon Scon #3 

call 

Hero’s Quest II 

call 

Imperium 

call 

It Came From Desert 

call 

Kings Quest V 

call 

Lord of the Rings 

call 

Lightspeed 

call 

Magic Candle II 

call 

Megafortress 

call 

Midwinter 

call 

Nightbreed 

call 

Play of Day Baseball 

call 

Powormonger 

call 

Renegade Legion 

call 

Red ^ron 

call 

Savage Empire 

call 

Sim Earth 

call 

Stratego 

33 

Stormovik 

call 

Secret/Monkey Isl 

call 

Sec. Weap. Luf. 

call 

Space 1889 

call 

Space Quest IV 

call 

Stellar 7 

call 

Spell Casting 101 

call 

Spirit of Excalibur 

call 

Shanghai II 

call 

TV Sports Basketball 

call 

Tunnels and Trolls 

call 

Turbo Outrun 

35 

Tracon II 

43 

Untouchables 

call 

Univ. Mil. Sim II 

call 

Quest for Glory 

call 

Wing Commander 

call 


MAC 

Armor Alley 35 

Accu Weather call 

Carrier Command 31 

Dec. BaL Civil WVI,ll,orlll call 
Fire Brigade (color) 38 

Gold of the Americas 31 

Guns and Butter 35 

Harpoon call 

Indy's Graphic Adv call 

Rommel call 

Stratego call 

Tracon 33 

Univ. Mil Sim. II call 

Weaver Baseball call 

AMIGA 

Battle Command call 

B.A.T. call 

Blood Flelatives call 

Buck Rogers call 

Chinese Chess cail 

Crackdown call 

Curse of Azure Bonds call 
Dragon Lord call 

Dragon Strike call 

Dragon Force 34 

Dragon Wars 33 

F19 Stealth Fighter cail 

F/29 Retaliator call 

Fire Brigade 34 

Hawk call 

Harpoon call 

Life and Death call 

Loom 41 

Lost Patrol call 

Magic Fly call 

Night Breed call 

Night Hunter call 

Overrun call 

Pool of Radiance 35 

Powermonger call 

Sands of Fire call 

Second Front 41 

The Immortals call 

Their Finest Hour 41 

Unreal call 

Untouchables call 

ST 

AFT 2.0 call 

Crackdown call 

Dragon Lord call 

F19 Stealth Fighter call 

F/29 Retaliator 33 

Harley Davidson call 

It Came From Desert call 

Loom call 

Their Finest Hour call 

APPLE 

Empire (/V2) call 

The Immortal (GS) call 


BOARD GAMES 


A House Divided 17 

Adv. Squad Leader 35 

Against the Reich 19 

Ambush 24 

Axis and Alias 30 

Battle over Brittain 21 

Carrier War 24 

Capt's Ed. Harpoon 21 

Chickamauga 1 4 

Civil War 19 

Civilization 24 

Code Bushido call 

Days of Decision 28 

Empire Builder 20 

Empires in Arms 28 

France 1944 13 

Hitlers Last Gamble 32 

Fifth Fleet 28 

Gulf Strike (2nd Ed.) 27 

Jet Eagles 19 

La Grand Armee 24 

Napoleons Battles 20 

Red Storm Rising 16 

Rise tind Fall 22 

Second Fleet 24 

Seventh Fleet 28 

Third Fleet 28 

Wellingtons Victory 23 

World in Flames 36 


SIM CANADA 


IBM 

Main Battle Tank 42 

Kriegeismarine 42 

Northern Fleet 42 

Grand Fleet 42 

Battle Tank: Barb - Stal 42 

Malta Storm 42 

In Harm’s Way 42 

7th Fleet 42 

Grey Seas Grey Skies 42 

Long Lance 42 

Battie of the Atlantic 42 

Fifth Eskadra 42 

Moscow Campaign 42 

Stalingrad Campaign 42 

Kursk Campaign 42 

To the Rhine 42 

Oper. Overlord 42 

Rommel at Gazala 42 

Rommel at El Alamein 42 

Fall Gelb 42 

Golan Front 42 

AMIGA 

Main Battle Tank 42 

Kriegasmarine 42 

Battle Tank: Barb - Stal 42 

Malta Storm 42 

Moscow Campaign 42 

Kursk Campaign 42 

Operation Overlord 42 

Rommel at Gazala 42 


SOUND HARDWARE 


Roland LAP-1 

400 

Ad Lib 

110 

Sound Blaster 

160 

AMIGA 


688 Attack Sub 

35 

AlOTank Killer 

call 

Altered Beast 

34 

Anarchy 

28 

Bamboosia 

28 

Bandit Kings 

38 

Blitz, at the Ardennes 

40 

Breach II 

33 

Champions of Krynn 

35 

Checkmate 

37 

Colonel's Bequest 

38 

Conquests of Camelot 

38 

Corporation 

33 

Dragon Force 

35 

Dragon's Lair II 

44 

Drakkhen 

40 

East and West Berlin 

33 

Federation 

35 

Hussen Pack 

79 

Iron Lord 

29 

M 1 Tank Platoon 

44 

Nuclear War 

34 

Prince of Persia 

29 

Red Storm Rising 

37 

Rom. 3 Kingdom 

47 

Shadow Beast II 

call 

Their Finest Hour 

42 

Treasure Trap 

28 

Word Perfect 

149 

Yolanda 

34 

MAC 


Chess 2100 

34 

Bard's Tale 

34 

Halls of Montezuma 

32 

Microleague Baseball II 

38 

Omega 

33 

Playmaker Football 

38 

Sands of Fire 

34 

Star Trek: Next Gen 

33 

Starfllght 

40 

Tracon 

33 

Weltris 

29 

ST 


Altered Beast 

34 

Battlehawks 42 

34 

Breach II 

33 

Chaos Strikes Back 

29 

Drakkhen 

42 

Gretsky Hockey 

33 

Hero’s Quest 

38 

Hound of Shadow 

29 

Iron Lord 

29 

L Suit Larry III 

38 

Sim City 

34 

Ultima V 

39 

Windwalker 

28 


Calls outside the U.S. 508-457-0737 24-hour FAX Orders 508-548-9419 

10-8 EST Monday- Friday — 10-5 EST Saturday — 21 Pleasant View Ave., Falmouth, MA 02540 
We accept credit card orders (MasterCard/VISA), personal checks (allow two weeks to clear), or money 
orders. Ask about our frequent buyer program, user group specials, and our special Quarterly Newsletter 
(IBM format only). All sales final. 

Shipping Information: Software within U.S., add $3.50. AK, HI, PR cind Canada add $9.00. All orders shipped 
UPS unless otherwise specified. More complete shipping information available upon request. MA residents add 5% sales 
tax. Prices subject to change. Same day shipping depending upon availability. 
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Scorpia*s Column 


Scorpion's ^iezu 

Scorpia Experiences An Altered Destiny 




t’s time again to look into the crystal ball. 1 see . . . yes, I see 
that, at last, the new games are starting to arrive. The 
Christmas market is finally beginning to heat up. Good thing, 
too; even my crystal ball can’t reveal details of a game until it ac- 
tually exists. 

Altered Destiny is one of those adventures that leaves me with 
mixed feelings. 

On the one hand, it is great to see Mike Berlyn {Oo-Topos, 
Cyborg, Suspended, and Infidel) back in action again. However, 
on the other hand, the game suffers from a few problems that 
make it less than a joy to play. 

Mechanical Drawing (Hardware and Inter- 
face) 

The first difficulty I encountered was getting the game to run at 
all. After installation, a separate setup program comes up with 
menus for choosing graphics and sound. Having a super VGA 
card, I naturally chose the extended graphics. The game refused 
to boot. All I saw was a blank screen, and no activity on the hard 
drive. 

For the time being, I re-ran the setup for regular EGA/VGA, but 
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eventually 1 got hold of Mike and discussed the problem with 
him. Altered Destiny needs a lot of free memory. A lot. Even • 
with my buffers knocked down to 15, I couldn’t run the extended 
graphics. The only way I found to do it was to re-boot DOS 
(v3.3) without the high-memory managers (my 386 has 2 meg 
RAM). Then, the game ran and I had no further problems in this 
area. My Sound Blaster card, by the way, worked perfectly from 
the start using the Adlib choice from the menu. 

However, before you hurry to re-do your CONFIG.SYS, make a 
copy of it. You may find that some of your other programs won’t 
run without high-memory management. My Deluxe Paint II En- 
hanced, for instance, wouldn’t operate in any of the high-resolu- 
tion modes (such as 640 x 480 with 256 colors) until 1 re-booted 
my system with my original config file that installed the extended 
memory programs. 

The real question is whether or not all this fuss is necessary. 

The extended VGA graphics (which are actually MCGA) have a 
little better resolution than the regular type, but that’s about all. 
You can run Altered Destiny under standard mode and really not 
miss anything spectacular. In fact, while the graphics (either 
mode) are okay, in my opinion they don’t really do justice to the 
many imaginative conceptions in the game. 

(Continued on page 66) 
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Feature 

TIGLON 

SSI 

VGA 

YES 

NO 

Menu Driven 

YES 

NO 

Real time play 

YES 

NO 

Campaign area 



> 147 miles 

YES 

NO 

Use all available men 

YES 

NO 

Send out patrols 

YES 

NO 

Stage the battle at a 



different location vs. 



historical 

YES 

NO 

Improved graphics 

YES 

NO 

Higher price 

NO 

YES 


S49.95 

$59.95 


r he battle of Gettysburg has long been regarded as the turning point of 
the American Civii War. The timing and location of the battle depended 
entirely upon the decisions made by Union Generai George Gordon Meade 
and Confederate Generai Robert E. Lee. 

Decision at Gettysburg places you in the headquarters of either the Union 
Army of the Potomac or the Confederate Army of Northern Virginia. You wiil 
have 147 square miies of territory over which to maneuver, the same that 
confronted both Meade and Lee. 

The decisions that are made against those of the computer wiii control the 
location of fhe batfie and the manner in which it wiii be fought. 

DECISION AT GETTYSBURG ALLOWS THE SIMULATION PLAYER TO: 
• Command either army • Transfer men and suppiies 

• Combine units • Send out patrois 

• Create new, smaiier units • Save the game to piay later 

• Change the actual outcome • Plus many other features 

Play with enemy units either shown or hidden. Historicaily accurate! 

COMPUTER REQUIREMENTS; Tiglon Software Systems, Inc. 

640K DOS 2.1 thru 3.3. One Floppy Suite 691, Traviston Square 

Drive (Hard Disk Highly Recommended). 4308 S. Peoria Avenue 

Graphics: HGC, CGA (not in color), EGA, Tulsa, Oklahoma 74105 

VGA on either IBM PC, XT, AT, PS2, 918-251-2733 

Compatibles 95 

Orders call 1-800-874-0125 - VISA/MASTERCARD/COD $3.50 for shipping & handling 


SOFTWARE SYSTEMS, INC. 

All frademarki belong to fheir respecllve companies: IBM, PC, XT. AT PS2, Internalional BusInasi Machines Cofp: HGC Hercules Computer Technology, TL. Tiglon. Decision At Gettysburg. Tiglon Software Systems, Inc. ©19BB, 1989 Tiglon Software Systems. Inc. 


TIGLON 





Designers* Notes 
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Computer Gaming Wort 


J eff George penned the 
story for Bad Blood and 
belieues strongly in its so- 
cial significance. This article is 
designed to both clarify the 
"message" of the game and pro- 
vide hints for those who have 
not yet completed the adventure. 

Centuries ago, mankind 
destroyed his green and boun- 
teous world in a fiery holocaust, 
now remembered as the Great 
Fires. Yet, neither mankind nor 
his world was utterly consumed in 
the disaster— both survive, but in 
a very different form. Today, the 
world is covered by barren plains, 
shifting sands and rocky peaks. 
Bizarre monsters, hideously 
mutated descendants of pre- 
holocaust animals, stalk the 
countryside in search of prey. The 
lakes and seas are slimy and con- 
taminated, though they are still 
home to their own dangerous 
predators. All that remains of the 
ancient cities are cmmbling mins, 
haunted by the desperate and in- 
sane. 

The descendents of those who 
destroyed the world are now 
divided into two groups— the pure 
humans, in towns built from the 
ruined cities, and the mutants (or 
"mutes"), in their villages on the 
open plains. For 
generations, the two 
groups have warred 
with one another 
over the limited 
resources of this 
blasted world. 


Humans see in 
their mutant 
cousins— and in 

their own mutant children— the end of 
their race, yet they need the labor of 
mutant slaves to build and maintain their 
towns. Mutants, on the other hand, resent 
their enslavement to the "purebloods", 
and they long for the technology which 
the purebloods are rediscovering behind 
their town walls. In an attempt to quell 
the growing mutant discontent. Lord 
Dominix, ruler of the pureblood town of 
Yvrium, is planning an assault which 
may wipe out the free mutants in the vil- 
lages on the plains. One such village, 
Mardok, will send a single adventurer in 
search of a way to stop the war and over- 
come centuries of Bad Blood . . . that ad- 
venturer is, of course, the player’s charac- 
ter. 


Inside Origin* s Bad Blood 

by Greg Malone & Jeff George 


Travel Tips 

The player’s interaction with the many 
characters encountered in the world of 
Bad Blood is both complex and varied, 
depending in large part on what type of 
character the player chooses to become 
at the beginning of play; a human male 


named Dekker (born to mutant 
parents), Jakka (a quick and ag- 
gressive female hiding a powerful 
mutant secret), or Varigg (an im- 
mensely powerful, seven-foot tall, 
green-skinned mutant). The multi- 
faceted citizens populating the 
world of Bad Blood interact with 
you in different ways, depending 
on which character you represent. 
Those who choose to be a 
mutant character will have to 
pose as a slave in order to move 
through the city and will find 
most of the misguided townsfolk 
to be contemptuous toward the 
character, at best. Of course, if a 
human character or a human-af>- 
pearing mutant has been chosen, 
the player will have to guard 
against showing the slightest hint 
of pro-mutant sentiment in a con- 
versation or action, since such be- 
havior results in a swift response 
from the military guards who 
serve the bigoted interests of Lord 
Dominix. 

The Clue Path 

Before the protagonist ventures 
from his/her home village, the 
Himukk (the tribal leader) urges 
the adventurer to seek the Oracle. 
In conversations with fellow vil- 
lagers, one learns that the 

Shaman of Nivvik 
(another mutant vil- 
lage) visits the 
Oracle from time to 
time. If the adven- 
turer is able to sur- 
, a a vive the dangers of 

the wilderness, 
he/she will find the 
village of Nivvik and 
discover that the 
Shaman has been captured by Kejek 
slavers. The Kejek are, naturally, an evil 
tribe of mutants who make their living by 
capturing free mutants for sale to human 
slave traders. Locating the Kejek camp, it 
becomes the player character’s task to 
rescue the Shaman. In turn, the Shaman 
reveals the path to the Oracle’s remote 
hut— across the Nivvik lake and far back 
into the canyon lands. 

Enroute to the home of the Oracle, one 
encounters the terrible Urse, a 12-foot 
tall, sharp-fanged bear-like creature best 
described as "walking death." A charac- 
ter who is courageous enough to over- 
come the attack of the Orse will be 
rewarded by the acquisition of an 
"oozee," a rapid-fire submachine gun. 


Notes 




ACES OF THE GREAT WAR 


WWl Air Combat Simulation ^ ' 

T ake control of one of eight classic MT fighters 
and find out how good you really are. Fly with 
the best— Richthofen, Fonck, Mannock, Ricken- 
bacher— and learn their tricks and techniques. 

• Action dogfight, solo, ond team missions for one or two players 
using 0 single computer with any combination of keyboard, 
joystick, or mouse. 

• Strotegy Dogfight: For the skilled purist. Blue Max nets like a 
highly-intelligent strategic boord gome, allowing you and your 
opponent to work out detailed battle sequences and play back 
the moves in "realtime" 3D. 

• 8 airplanes to choose from, each with its own highly-detoiled 
flying characteristics. 

• Perform missions with, as, or agoinst the Aces of the Greet War. 

• Dozens of historical missions around 4 different locations within 
France. 


GERMAN U-BOAT SIMUUTION 


: inter, 1941 . The icywatersofthe North Atlan- 
l tic. The deeper you dive, the greater the pres- 

sure, Depth charges explode around you, banging on 
the hull of your L'-boat like iron fists. Nerve and 
cunning mtike you the terror of the Allied convoys. 


• 3D submarine warfare: For the first time, a sub warfare game lets 
you deal with threats below and above the surface in a true three 
dimensional environment. 


Reel communications: Use the German Enigma coding machine to 
send and receive information. 


• Many missions to choose from— into the North Atlantic ond Arctic, 
inland along the coast of Norway, into the Bay of Biscay, and 
through the Straits of Gibrolter. 

• 3 different levels of difficulty, from beginner to realistic. 

• 3D graphics in 256 VGA colors, with multiple internal ondexternal 
camera views in o complete 3D world. 
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Designers* Notes 


Crossing the polluted lake with the aid 
of a rubber raft, which must be acquired 
along the way, one at last finds the 
Oracle cloistered away. The Oracle sends 
the character on a quest after an ancient 


artifact, worshipped by a cult of fanatics 
in Zero Town, a heavily irradiated, 
bombed-out city. When the cultists wel- 
come the protagonist into their midst, it 
is only to discover that their "idol" is an 


old computer known as "the Apple of the 
Ancients." In order to succeed, one is 
obliged to take this 8-bit "god" back to 
the Oracle. Naturally, this cannot 

(Conrinued on page 126) 


Future Fascination 

"Filtered through a toxic haze of 
iridium, cesium and depleted ozone 
molecules, the red sun relentlessly 
beats down on the barren planet below. 
What was once a flourishing green and 
blue world has been replaced by a sear- 
ing wasteland populated by a society of 
sentient beings through whose veins 
flow another form of toxic waste ... ra- 
cial hatred and bigotry." 

—excerpt from an early draft of the 
Bad Blood story line not in the final ver- 
sion 

Not a pretty picture? Definitely not. 
Popular film releases like Total Recall, 
Road Warrior, Mad Max Beyond 
Thunderdome, and Hardware all paint 
similar grim destinies for a world which 


didn’t learn its lessons soon enough to 
avert global disaster. Television 
programs such as Alien Nation, Star 
Trek: The Next Generation, and 
Beauty and the Beast frequently deal 
with the unpleasant aspects of racial 
division and the pervasive 
misunderstanding between different eth- 
nic groups. So why is it that many of 
the world’s filmgoers, readers of science 
fiction and television viewers seem trans- 
fixed by such depictions of an in- 
hospitable dark future? The fascination 
with "doom and gloom" scenarios has 
historically been an obsession of or- 
ganized societies. This phenomenon 
hearkens back several millenia to the 
psycho-religious visions passed on by 
the societies’ respective prophets who 
universally depicted mankind’s eventual 
punishment for its blind pursuit of folly. 


"Multitudes, multitudes in the valley 
of decision . . . The sun and moon 
will be darkened, and the stars no 
longer shine. " —Joel 3: 14-1 5 

Bad Biood is one of a handful of 
recently published software "worlds" 
elaborately designed to give its users an 
interactive taste of this desperate, 
though adventure-filled, future. Last 
year’s successful computer game Waste- 
land established the acceptability of 
such a powerful topic in a computer 
software medium. Today, Bad Biood 
takes that vision another step, as it 
foretells a merciless system of social 
apartheid set against the backdrop of a 
chaotic war-ravaged world we all hope 
will permanently remain in the realm of 
fantasy and science fiction. 


THE NEXT EMPIRE /TW 

...the only game that sends you /-/ \ — / \ 
fabulously detailed maps like / ^ 1 1 

this one, showing your fleet's / 

sensor views every turn ...along \) \ / ( 
with clear, complete stats on \ ) \ / 

each starship you design, build, / \ / \ 
and maneuver Individually using /\— / V-/' 
up to 21 different onboard /~\/ — ( / 

systems ...plus status — 7 — ( \ — ( ) — ( 
reports on star- / ) — ( Xt\ / — \ / 

bases, probes and /a^V-V \\/ — \ / — V 
asteroids you \ ) \ T 

control ! \ / \ / \ / \ 

The Next Empire V) — \ / y/ x^y — v 

Is a completely \ / \ / \ / 

computer-moderated / \ / \ 

game, over 6 years A / \_AAlVaYv/ 

in the making. /—/ \ — / y 

Each universe is / V-/ \ — / \ — 4—4 — / 
a unique, complex ) — ( \ 

gaming environ- — / \ — / 

ment populated with 21 alien Xx/ \ / 
players itching to blow the hulls / V 

off anyone who gets in their way! \\\ / 

• $20.00 for set-up, manual, universe 'Cx/ 

map and first two turns Y 

• $ 7.50 per turn; no hidden fees or double turns' 

• $ 5.00 for manual only (credited against set-up 
fee if you play) 

• fast game ftwo weeks per turn) or slow game 
(three weeks per turn) 

• clear, concise rules; our complexity comes 
from your gaming freedom 

• MasterCard or VISA also accepted 
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ADVENTURE, 
SCI-FI, FANTASY 


ARMADA 2525 34 

AZURE BONDS 34 

BANE OF COSMIC FORGE 39 
BARDS TALE III 22 

BATTLETECH2 33 

BREACH II 34 

BUCK ROGERS 33 

BUDOKAN 34 

CHAMB. SCI PRIESTESS 34 

CHAMPIONS KRYNN 34 

CODENAME: ICE MAN 40 

COL. BEQUEST 40 

CONQUEST CAMELOT 40 

DRAGON LORD 34 

DRAGON STRIKE 34 

DRAGONS FLAME 29 

DRAGON WARS 34 

EARTHRISE 34 

ESCAPE FROM HELL 34 

FEDERATON 33 

FOUNTAIN OF DREAMS 34 

FULL METAL PLANET 34 

GALACTIC WARS 28 

HEROES QUEST 40 

HEROES OF LANCE 28 

INDY JONES ADV.- 40 

IT CAME FROM DESERT 34 

JOAN OF ARC 30 

KEYS TO MARAMON 34 

KINGS BOUNTY 28 

KINGS QUEST I-IV 34 

LIGHT SPEED 39 

LORD OF THE RINGS 36 

LOOM 40 

MAGIC CANDLE II 39 

MEGA TRAVELLER 40 

MECH WARRIOR 34 

MIDWINTER 34 

MIGHT & MAGIC II 34 

NEUROMANCER 32 

NIGHT HUNTER 24 

PIRATES 28 

POOL OF RADIANCE 34 

POPULOUS 34 

QUEST MASTER 28 

REACH FOR THE STARS 30 

RENEGADE LEGION INTR 39 
RIDERS OF ROHAN 34 

SAVAGE EMPIRE 39 

SECRET SILVER BLADE 34 

SPACE 1889 33 

STARBLADE 34 


STARCONTROL 

34 

STARFLEET II 

40 

STARFLIGHT 1 

22 

STARFLIGHT II 

34 

SWORD OF ARAGON 

29 

TUNNELS OF ARMAGON 28 

TUNNELS &TROLLS 

34 

ULTIMA IV OR V 

39 

ULTIMA VI 

44 

WAR OF THE LANCE 

34 

WING COMMANDER 

45 

XENOMORPH 

40 

STRATEGY 

PREWW II 


ANCIENT ART WAR SEA 

31 

ANCIENT ART WAR 

31 

BANDIT KINGS OF CHINA 40 

BATTLE CIVIL WAR I,II,III 

28 

BATTLES OF NAPOLEON 

34 

BLUE MAX 

34 

CENTURIAN: DEF. ROME 

35 

DECISION GETTYSBURG 

34 

GENGHIS KHAN 

40 

GETTYSBURG 

40 

GOLDS OF AMERICAS 

29 

GRAND FLEET 

40 

KNIGHTS OF THE SKY 

40 

NOBUN AGA’S AMB. 2 

40 

NORTH & SOUTH 

29 

POPULOUS 

34 

PRELUDE TO JUTLAND 

30 

RAILROAD TYCOON 

40 

RED BARON 

40 

ROMANCE 3 KINGIX)MS 

46 

REVOLUTION '76 

34 

SHILOH 

28 

SWORD OF SAMURAI 

36 

WATERLOO 

40 

WW II 


ACTION STATIONS V. 3.0 

34 

ACTION N. ATLANTIC 

30 

GER. RAIDER ATLANTIS 

30 

BANZAI 

30 

B. TANK BARBAROSSA 

40 

BATTLEHAWKS '42 

34 

BISMARCK 

30 

DAS BOOT 

34 

THEIR FINEST HOUR 

40 

HALLS MONTEZUMA 

31 

IN HARMS WAY 

40 

KRIEGSMARINE 

40 

LONG LANCE 

40 

MALTA STORM 

40 

MARIANAS TURKEY SHT 

30 

MIDWAY 

30 

PANZER BATTLES 

28 


RIVER PLATE 30 

ROMMEL AFRICA 28 

SANDS OF FIRE 32 

SECOND FRONT 40 

SHERMAN M4 34 

SILENT SERVICE 2 40 

STORM ACROSS EUROPE 40 

WOLF PACK 37 

MODERN 

A-10 TANK KILLER 34 

AVENGER A-10 36 

BALANCE PLANET 34 

COMMAND HQ 39 

COVERTACTION 39 

DRAGON FORCE 34 

EMPIRE 34 

F-14 TOMCAT 34 

F-16 COMBAT PILOT 34 

F-19 , 45 

F-29 RETALJATOR 44 

FALCON 3.0 45 

FLIGHT OF OLD DOG 40 

FLIGHT OF INTRUDER 40 

FRONTLINE 34 

5th ESKADRA 40 

GUNBOAT 34 

GUNSHIP 34 

HARPOON V.1.2 40 

HARPOON MED. #3 21 

HARP. N. ATLANTIC #2 21 

HARP. SCEN. EDIT 28 

LHX 40 

M-1 TANK PLATOON 45 

MAIN TANK GERMANY 40 

NUCLEAR WAR 34 

RAILROAD TYCOON 40 

RED STORM RISING 34 

SECRET WEAPON LUFT. 39 

688 ATTACK SUB 34 

7th FLEET 40 

SIM CITY 34 

SIM CITY TER, EDIT 15 

STORMOVIK 34 

TANK 34 

UMS II 40 


SPORTS 


DRAGON’S EYE 34 

PGA TOUR GOLF 34 

JACK NICKLAUS 40 

INDY 500 34 

PLAY OF DAY BASEBALL 28 
REAL BLACKJACK 34 

REAL POKER 34 

TV SPORTS BASKETBALL 34 


AMIGA 


BANDIT KINGS OF CHINA 40 


BATTLE CHESS 34 

BLUE MAX 34 

BUCK ROGERS 34 

CHAMPIONS KRYNN 34 

CURSE AZURE BONDS 34 

DAYS OF THUNDER 34 

DRAGON LORD 34 

DRAGON STRIKE 34 

DRAGON WARS 33 

DRAGONS BREATH 40 

DRAGONS LAIR II 44 

DRAGONS OF FLAME 29 

DRAKKHEN 40 

DUNGEON MASTER 28 

DUNGEON MASTER II 21 

EUROPEAN CHALL. 15 

F-19 STEALTH FIGHTER 40 

F-29 RETALIATOR 40 

FALCON 34 

FALCON MISS. DISK #2 21 

FLIGHT OF INTRUDER 40 

GENGHIS KHAN 40 

HARPOON 39 

HEROES QUEST 40 

HOCKEY LEAGUE 28 

IMMORTAL 34 

IT CAME FROM DESERT 34 

IT CAME FROM DESERT 2 13 

KINGS QUEST IV 34 

LEGEND OF FAERGHAIL 28 

M-1 TANK PLATOON 40 

MAGIC CANDLE II 40 

MANHUNTER II 34 

MIDWINTER 34 

MIGHT & MAGIC II 40 

OPP. COMBAT 34 

OPP. SPRUANCE 34 

OVERRUN 40 

PIRATES 30 

POOL OF RADIANCE 34 

688 ATTACK SUB 34 

RED STORM RISING 36 

ROMANCE 3 KING 46 

SANDS OF FIRE 34 

SECOND FRONT 40 

SHADOW BEAST 2 40 

SHERMAN M4 34 

STORM ACROSS EUROPE 40 

THEIR FINEST HOUR 40 

THUNDERSTRIKE 34 

TV SPORTS F. BALL ('89) 8 

UMS II 40 

WELLTRIS 24 

WINGS 34 
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AZURE BONDS 28 

BATTLES OF NAPOLEON 34 
BLOODMONEY 21 

BUCK ROGERS 28 

CARRIERS AT WAR 34 

CHAMP. OF KRYNN 28 

CHESSMASTER2100 29 

CIVIL WAR 1,2,3 28 

DRAGON STRIKE 28 

DUNGEON WARS 30 

EMPIRE 34 

EUROPE ABLAZE 34 

F-16 COMBAT PILOT 24 

F-19 STEALTH FIGHTER 40 

FUTURE MAGIC 25 

GUNSHIP 28 

KEYS TO MARAMON 23 

KING'S BOUNTY 28 

MAGIC CANDLE 28 

MAGIC CANDLE II 28 

MIGHT & MAGIC HI 28 

NEUROMANCER 28 

OVERRUN 34 

PANZER BATTLES 28 

PANZER STRIKE 34 

POOL OF RADIANCE 28 

RED STORM 31 

RED STORM RISING 36 

ROMMEL AFRICA 28 

RUSSIA (SSG) 28 

SECRET SIL. BLADE 28 

STARFLIGHT 28 

STRIKE ACES 28 

TYPHOON OF STEEL 34 

ULTIMA IV OR V 40 

WAR OF THE LANCE 28 


COMING SOON 
(FOR IBM) 

ROAD TO RHINE 
f\CnON STATIONS UTIL 
OVERIOKD 

SUPER CARRIERS ^ 1 WAR 
TW'IUGHT 2tm 


OTHER FORMATS AND 
TITLES AVAILABLE 
UPON REQUEST 


UPS OVERSEAS 
NOW 

AVAILABLE! 


TO ORDER CALL 1-800-852-6187! 


SAME DA Y SHIPPING DEPENDING ON A VAILABILITY 

HOURS: MON.-FRI. 9AM-10PM EST (6AM-7PM PACIFIC TIME) SAT.10AM-5PM EST 

UPS ADD $3.00 P & H (AK & HI ADD $8.00). C.O.D: ADDITIONAL $3.50. OVERSEAS CUSTOMERS ADD 5% FOR 
POSTAGE OVERSEAS WITH $1 0.00 AS MINIMUM. UPS NOW AVAILABLE OVERSEAS. GA. RESIDENTS ADD 
APPLICABLE SALES TAX. US MAIL IS $4.00 MINIMUM + 4% OF TOTAL. 

ALL SALES FINAL & PRICES ARE SUBJECT TO CHANGE SO PLEASE CALL FIRST. 

6990-E PEACHTREE INDUSTRIAL BLVD., NORCROSS (ATLANTA), GEORGIA 30071 
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BALANCE OF POWER 


I* roin 

CHRIS CRAWFORD 


Economic 

Mindscape*s The Global 

by Chuck Moss 


ing the opposition. To do this, the player must build up an 
economy capable of supporting a victorious military 
machine. To do this, the player must manage the flow of 
resources and production, moving up to more complex 
technologies whenever possible. 

The player turn consists of three phases. Rrst is the 
"diplomatic" phase, where the players— human and com- 
puter-join into "unions," which merge their productive 
capacities. Central to Crawford’s model are economies of 
scale. The bigger the economy, the more food or weapons 
one can build per input of production. Unions are a quick, 
cheap way to boost strength and also function as military 
alliances. 

Player unions are an important part of Crawford’s 
scheme. As an alternative to international trade, they exist 
for one turn. During that turn, however, the player— human 
or otherwise— who proposed the union gets control of all 
the players’ economies combined. So those who Join a 
union skip the next step: economic planning. 


S inglehandedly running an industrial economy is no bed of 
roses, as the folks in Eastern Europe have found out. Still, 
programmer/designer Chris Crawford {Balance of Power 
and Balance of the Planet) enjoys presenting tough challenges. 
So his latest computer game. The Global Dilemma: Guns or 
Butter (G/B), permits a player to do precisely that. Combining a 
detailed economic model, rudimentary aspects of war and 
diplomacy, and a R/sA:-like feel, G/B aspires to simulate the 
dilemmas of "Ceaucescue, Castro, Thatcher" (as the package 
blurb expounds to the casual shopper’s eye). 


The second step (economic planning) is the heart of the game 
and Crawford’s model makes resource allocation simple. A series 
of resource inputs (iron ore, coal, lumber) are allocated, via a 
flow chart, to be channeled through the production process and 
thus make more complex inputs (pig iron, steel). Then, these in- 
puts can be channeled into the production of final products 
(swords, farm tools). These, in turn, show up as food production 
and military strength. The amount of production is varied by the 
amount of labor allocated. 


Unfortunately, the game— while very good in many respects— 
falls a bit short of that high ambition. 

First, the good news. G/B is an elegant and fascinating com- 
puter game. It is easy to master, with generally superb graphics, 
a simple interface, three levels of difficulty and a save-game fea- 
ture. Crawford has become famous for crafting computer simula- 
tions with social and political significance, and G/B is no excef>- 
tion. G/B is intended to force the player into devising economic 
strategy and making difficult choices. 

In this game, a player must manage the economy of a 
hypothetical nation, surrounded by a continent of other similar na- 
tions. The geographical set-up is randomly generated, each na- 
tion having certain resources within its boundaries. The other na- 
tions are led by artificial intelligences, each with its own per- 
sonality and facial expressions. 

The Dilemma (Game Play) 

The object of the game is to conquer the continent, vanquish- 


Therefore, if the player wants to make swords, he must allocate 
enough labor to mine the ore, cut the trees, make the charcoal, 
mix it all into pig iron, and then forge the weapons. At the same 
time, he must build enough farm tools to feed the people and, 
hopefully, produce a surplus that allows the population, and 
hence the economy, to grow. A shortage of one material (e.g. 
iron ore) rebounds throughout the whole economy, causing 
shortages of everything else. There is no free or black market. 

Both the flow chart and a Summary Page display the surplus or 
shortage of each item. Players juggle labor to reduce both 
surplus and shortages, until an efficient production mix smoothly 
fills both the needs of people and military security. 

Of course, swords and farm tools are the bottom of the tech- 
nological ladder. Players can move upward through increasingly 
advanced and effective technologies, through muskets and iron 
plows, up to cannon and irrigation or tractors and tanks. But woe 
to him who shifts technology prematurely! 

The next step up in technology is twice as effective as the pre- 
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Imperative 


Dilemma: Guns or Butter 


vious, but one must keep in mind 
the fact that eariy production 
mns are smaiier! 200 swords 
(firepower 200) can beat 50 mus- 
kets (firepower 100), and iike an 
Isaac Asimov character, you can 
be defeated by the inferior 
science of your enemies. 

The third step is miiitary movement. All the weapons produced 
are shown on the map and players shift forces around in order to 
attack and defend. There is a strong pro-defense bias to the 
game— attacking down a road takes a minimum of 20 "armies" 
to succeed, and attacking overland quarters one’s force through 
attrition, then subtracts ten more points. However, movement be- 
tween friendly provinces carries no penalty. Successful conquest 
is rewarded with shifting borders and increased population and 
resources. 

At least theoretically, then, G/B is a game of shifting alliances, 
macro-economic management and military conquest. How does 
it work in practice? 



Butter (Positive Strokes) 

Let’s start out with a big hurrah for the economic model. It may 
lack certain subtleties connected with real-life economies like 
declining marginal utilities, demand curves of any sort, and in- 
evitable waste and "friction" (let alone infrastructure investments 
like education, sanitation and housing). It treats human beings as 
simple production units to be shifted from agriculture to steel- 
making at the click of a mouse. Mo matter. Even SimCity fails 
to present a total picture. 

The simplicity, elegance and ease of G/B's economic interface 
make allocating resources and charting production processes 
quick and easy. The economic model itself functions smoothly 
and understandably. The production summary allows the player 
quick access to data, identifying bottlenecks swiftly. This part of 
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Principles of Macroeconomics 
(Specific Game Hints) 

G/B has some very basic formulae that govern strategy. Alas, 
the manual suffers from terminal cuteness, wasting 40% of its 
space in a too-too San Francisco chat ’tween Devil and Lady 
God that buries crucial data. This reviewer recommends that 
players go through these convoluted dialogues with a yellow Hi- 
Liter, picking out the equations and studying them in the con- 
text of the game. 

First, one must either generate an agricultural surplus on the 
very first turn or join a union. Since there is no way to know 
one’s starting situation in advance, it is a good idea for players 
to stay out of a union on the first turn and scrutinize the initial 
economic position. If one is in bad shape, rebooting becomes 
the better part of valor. 

Once in a union, one should play the field ruthlessly. The 
primary objective must be to conquer as much territory as pos- 
sible in order to build a resource base sufficient to support a 
large military machine during those inevitable times when the ar- 
tificial personalities gang up on the human player. It is useful to 
pay close attention to who is in what union, because the unions 
limit who can and cannot be attacked. 

Often, the union dynamics will leave human players unable to 
expand. It happens. In those cases, one should simply wait it 
out and hope for the best. 


Second, players should remember that defense is king. A mini- 
mum of 20 armies is needed to conquer along a road, 50 over- 
land. One should garrison their borders with maximum 
economy of force, shifting armies around to meet possible 
thrusts. Onions generally (but not always) attack only their 
declared enemy, leaving you safe and able to concentrate on 
food production and resulting economic growth. 

Third, players must not shift technologies prematurely! The 
crossover point is 340 tons, where it’s more productive to make 
a higher-tech weapon or farm tool. Since the production curve 
will usually lag weapons behind agriculture, one should never 
shift until weapons production reaches 300 tons. Otherwise, one 
is likely to be pounced upon and overwhelmed. 

Also, it is advisable to shift both military and agricultural tech- 
nology together. Mo one has a sufficient labor pool to sustain 
two-tier technology. 

Fourth, mountains should be one’s primary objectives in terms 
of military targets. They have the most resources to offer. 

In short, one should use unions intelligently so that, with luck 
and adroit switching, one can build a sufficient resource base for 
development. Borders must always be secured. Expansion is 
mandatory. And, above all, one must beware the character 
"Tigar." He’s the meanest, as well as the ugliest. 


December 1990 


Page 53 





Review 


the game program is a leap ahead of anything this reviewer has 
seen on the market, except for Balance of the Planet. Unlike 
Balance of the Planet, G/B’s model actually allows the player to 
achieve positive results quickly. This game is loads more fun. 

Guns (Negative Shots) 

Unfortunately, the other elements of the game aren’t quite as 
breathtaking as the economic model, and hold down the satisfac- 
tion level. Many players will be concerned about the continent 
generator. Since, the player is always placed in the northern 
region, invariably between players Gillig and Kublai, there does 
not seem to be the randomality one would expect in a game that 
is designed to be replayable. This, however, may not be very sig- 
nificant because the continents do not always have the same al- 
locations of resources in the same locations and the opponents 
(whether named the same or not) do not always have the same 
strength, disposition toward the player or strategies from game 
to game. 

The second disappointment concerns the computer players. Al- 
though Crawford devotes much effort and disk space to these, 
they do not seem like very clever opponents. The Als are really 
too hawkish to negotiate with 
and make irrational alliance 
partners. Worse, they almost 
never advance technologically, 
so joining their unions and put- 
ting your economy in their hands 
is a dead-end guarantee of stag- 
nation. Worse still, if one joins a 
union for even one turn to gain a 
brief economic advantage, all of 
the player’s production levels will 
have been reset to the lower tech- 
nologies of the union when one’s 
economy returns to player con- 
trol. [Ed: Crawford points out 
that the unions do not ad- 
oance technologically as much 
as human players because the 
unions are so "hawkish” that 
they are not concerned with 
technological advancement] 

Third, the iconography for the economic phase is very attrac- 
tive, but many will feel that the computer players’ faces look like 
an 8th Grader’s illustration for the Middle School Yearbook. This 
is something of a drawback, now, but one should also be aware 
that this is the first generation of a "face technology" which Craw- 
ford is developing, using object-oriented programming rather 
than bit-mapped graphics, it may lose something in the transla- 
tion in this game, but it is also something of a trade-off. The ob- 
ject-oriented "face technology" allows the computer characters to 
have a library of about 100 different facial expressions. To bit- 
map the same number of expressions would have required over 
300K of bit-mapping that would have taken away from other por- 
tions of the game. Further, Crawford’s tendency to simply 
"colorize" Macintosh graphics with fill routines (previously ha- 
rangued in Balance of the Planet, CGW #72, p. 19) is also 
present in G/B. 

Another quibble lies in the dynamics of technology shifts— going 
from swords to tanks. This is the really entertaining portion of 
G/B: working the bugs out of the system, finding bottlenecks in 
wire and pipe production, fine-tuning that military-industrial Corn- 
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plex like Albert Speer . . . But the way the game shakes out, a 
player is almost never able to afford those shifts until he has a 
preponderance of military strength and the tech shifts are moot. 
The enemies continue making swords and often surrender while 
the player is still at rifle levels. One should never expect to have 
two industrial machines battling with tanks! [Ed: Tanks are a 
designed ceiling in the game. They are the high point of tech- 
nology and Crawford believes that having a tank vs. tank 
confrontation would be both a failure in play (because 
anyone who gets to tank technology should have won con- 
clusively as a reward for developing the technology that 
high) and in game design (because the ceiling would be too 
low and the challenge would be missing).] 

Perhaps G/B’s greatest negative facet is an apparent failure of 
the game to deliver on its own stated objectives. G/B is billed as 
an economic simulator where players can work out their own 
development strategies, in the manual, it is specified that a 
player, devoting all his resources to food production at the lowest 
level of technology, can achieve a 30% surplus. This makes 
sense, as allocating that surplus makes for the economic choices. 

Unfortunately, the game almost 
never gives the player a starting 
surplus at all. In fact, the usual 
starting situation leaves one with 
severe shortages in all raw 
materials and in total food 
production! This reviewer found 
no way to jump-start an 
economy or make any choices 
about development. The percep- 
tion is that one must join a 
union and hope for the best. 

This is definitely true if a player 
continually makes choices on be- 
half of the military-industrial com- 
plex. It is sometimes tme if a 
continent poor in resources is 
generated. From this reviewer’s 
perspective, it is too often true. 

Leading Indicators 
(Conciusions) 

This doesn’t, of course, mean The Global Dilemma: Guns Or 
Butter is worthless. Far from it. This reviewer thought he hated it 
the first time he played, in fact, he thought he hated it the 
second time, and the third, etc. However, by the tenth time he 
played it, he asked the inevitable question: "if I hate this game so 
much, why do I keep booting it up?" Like other Crawford games, 
G/B sneaks up on you. 

it’s a valuable model for demonstrating the connectedness of 
things in an economy, it teaches lessons of production proces- 
ses. It is, frankly, a socialist model, but wouldn’t the ultimate con- 
servative game be a free-market simulator where the player sits 
back and does nothing? G/B would be invaluable as a class- 
room exercise. Indeed, to the player who takes the time to 
master the quirky system and accept it on its own terms. The 
Global Dilemma: Guns Or Butter is challenging, rewarding and 
enjoyable in repeated play. 

Mevertheless, to be totally fair, it is an uneven product, one 
whose military and diplomatic components do not measure up to 
its groundbreaking economic model. In a classroom, G/B would 
probably get an A-^ for effort, but an overall B-i- in result. CQVV 
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Three smart tactical decisions 
for your great strategic mind. 



What if you fiewyour hang-glider north, 
got lucky enough to catch the afternoon 
updraft, made it to town, rallied your 
troops, and attacked the invaders just as 
they reached the narrowest part of the 
valley below? 

The world is locked in a new ice age. A 
powerful enemy has invaded your small 
village to overtake your heat mines, your 
only source of heat and power. 

A collection of mismatched citizens is 
the only army to oppose the invaders. 

Innocent civilian equipment — skis, 
hang-gliders, snowmobiles and cable cars 
— suddenly become indispensable 
implements of war. 

Manpower and equipment alone will 
never stop the enemy. Your community's 
only hope is superior strategy and leader- 
ship. 

Strategy and leadership are up to you. 

With 32 fully-deveioped characters, 
detailed maps of its 1 60,000 square mile 
playing zone, and fractal, light-sourced 3- 
D terrain. Midwinter is gigantic, innova- 
tive, unforgettable! 

For Amiga, Atari ST, IBM-PC/com- 
patibies. 


What if Alexander the Great had fought 
Charlemagne? 

What if Napoleon had brought more 
artillery to Waterloo? 

What if a band of Indians attacked King 
Arthur’s court? 

UMS II is a sophisticated wargame 
construction kit that gives you absolute 
control of any military encounter you can 
imagine. You determine who fights, 
where, when, and with what equipment. 

In fact, the guiding principle of UMS II 
is to let the player control everything, 
including the level of control he wants. 

You can assemble a battle, watch it 
being fought, then tear it down and build 
it again with the changes you want. Maybe 
change the weather, maybe introduce hills 
instead of valleys, maybe give Custer a 
few thousand more men at Little Big Horn. 

And you can see it all from any of four 
levels of zoom and magnification, from a 
global view of the whole campaign, down 
to a battle zone only 8 miles on a side. 

UMS II is the most powerful tool a 
strategy wargamer can own. 

For Amiga, Atari ST, IBM-PC/com- 
patibles, Macintosh. 


What if you give up on capturing your 
enemy's cities and try to shut down his 
oil fields instead? 

Command HQ is a wargame for the 
rest of us. Serious, but not too serious. 
Details, but not too many. You’re the 
commander-in-chief; small questions are 
no concern of yours. When you move a 
plane, you're really moving hundreds of 
aircraft. When you place a soldier some- 
where on the global map, you're deploy- 
ing tens of thousands of troops. 

But when the conflict starts, an innova- 
tive animation window lets you see all 
the action as if you were right there on 
the front lines. 

With its modem and direct connect 
capability. Command HQ lets you and a 
buddy send taunting messages back and 
forth £»s you maneuver to drive each other 
into submission. If your friend's not 
around, no problem... the shrewd com- 
puter opponent will give you all the ac- 
tion you can handle. 

From Dan Bunten, award-winning de- 
signer of M.U.L.E. and Seven Cities of 
Gold. 

For IBM-PC/compatibles. 
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iggin Hill. Middle Wallop. Thorpe 
Abbotts. Duxford. North Weald. 
Seething. The English have such 
great place names. They are fun to read 
and even more fun to pronounce. These 
names have character. These names 
have "history". But we’re getting ahead of 
ourselves. 

Earlier this year, Lucasfilm Games 
and Computer Gaming World co-spon- 
sored a nationwide Their Finest Hour: 
The Battle of Britain Tournament. 
Hundreds of entries from ail over the (J.S. 
and Canada were received. 

In the First round, contestants were 
asked to submit a disk containing a file 
for a pilot of their creation who had 
amassed a minimum of 1000 points in 
the game. From these disks 100 were 
randomly chosen to compete in the semi- 
finals. 

The 100 semi-finalists were required to 
submit: 1) a winning campaign com- 
manding the RAF and 2) a custom mis- 
sion flying any of the Luftwaffe aircraft. A 
"winning campaign" could be ac- 


complished in one of two ways: 1 ) sur- 
vive until September 16, 1940 (thus 
postponing Hitler’s Operation Sea Lion); 
or 2) defeat the Luftwaffe to the point 
where the German pilot or aircraft resour- 
ces fall below the minimum level and 
they can no longer continue their air as- 
sault. The contestants with the five 
highest scores went to the finals. 

The five finalists were: Roger Besaw 
(Columbia, MD; who played his final 
round at Software Advantage, Rockville, 
MD); Mike Griffin (Lubbock, TX; played 
final round at Walden Software); Steve 
Piotrowski (Willowdale, ONT, Canada; 
played at Beamscope); Steve Smith 
(Bloomfield, NJ; played at Walden 
Software, Paramus, NJ); and Vaclav Ujuk 
(Hermosa Beach, CA; played at Super 
Computer Center, Torrance, CA). 

Each finalist flew the five custom mis- 
sions designed by the finalists (including 
their own), as well as a mission created 
by Their Finest Hour designer Larry Hol- 
land. 

The competition was fierce and tense. 


Roger Besaw prevailed with 1 335 points 
(but only by the skin of his teeth). Mike 
Griffin came in a close second with 1300 
points. The ironic thing is that Mike 
"choked" on his own mission, a mission 
which he said he could "fly in his sleep". 
(Jnfortunately, he wasn’t allowed to sleep 
during the finals! Just kidding, Mike. War 
is hell! 

Here are the six missions with Tourna- 
ment winner Besaw’s comments in 
quotes. 

in J1M2 you fly a Bfl09 with two ace 
wingmen with orders to fly CAP (free- 
ranging). A second German crew was 
also in Bfl09s flying free-ranging CAP. A 
third German flight group was made up 
of 3 JU88s with pretty decent crews. 
Their orders were to perform a level 
bombing attack on Dover CHL radar sta- 
tion. Your forces were opposed by three 
flights of British fighters. Since the cus- 
tom mission design utility allows you to 
assign "waves" to each flight (i.e. when 
all the planes in a flight are shot down 
the computer generates another "wave" 
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of the same flight) there could be up to 
37 British planes opposing you in this 
mission. This mission wasn’t that dif- 
ficult. You didn’t get harassed that bad. 1 
picked off fighters on the way home." 

in SWEEPl you fly a Bfl09 with a 
novice wingman. Your orders are to fly 
free-ranging CAP. You are opposed by 
three flights of Spitfire Mk2s. A maxi- 
mum of 13 enemy fighters could appear 
via activating the "waves". "This mission 
was a little tough. You have to fly with a 
novice wingman, which puts you in 
greater peril. You have to watch your fuel 
and ammo on this one. You are a long 
way from your base." 

In TOUGH2 your task is to dive bomb 
Ventnor CHL radar station. You have a 
lone Ju-87 Stuka bomber and are op- 
posed by two flights (two planes and two 
waves each) of Hurricane Mkls. "The Ju- 
87 is slow and vulnerable. As soon as 1 
detected the fighters I climbed to gain su- 
perior altitude. You had to engage the 
enemy fighters, you could not succeed in 
this mission unless you took out the Hur- 
ricanes. This became a battle of tactics. 
You attempt to turn inside the computer- 
controlled Hurricanes using good deflec- 
tion shooting. You have to pick your 
shots carefully. I enjoyed this mission." 

In LORDHAHA (Roger’s mission) you 
fly a lone Bfl 10 Messerschmitt. Your rear 
gunner is a novice. Your task is to strafe 
and bomb Stanmore Fighter Command 
HQ. You are opposed by four flights of 
Hurricanes and Spitfires. Two of the 
flights start on the ground (one at 
Hornchurch and one at Northolt). The 
other two flights patrol areas that you fly 
through on your way home. "You had to 
fight your way in and fight your way out 
in this mission. To accomplish your mis- 
sion meant flying low over the target. 

The initial British fighters would be low 
(having started on the ground). The later 
flights were at altitude patrolling your like- 
ly flight path home." 

WINMER (a pretentious mission name if 
ever there was one) was the odd mis- 
sion. "It should have been thrown out," 
said Besaw. You fly an HE-1 1 1 bomber 
with orders to bomb three targets (Dover 
CHL, Hawkinge, and Lympne). Two 
flights of enemy fighters were simply or- 
dered to land (making them sitting ducks 
for the pilot who stumbled upon them, or 
knew where to go look for them). One 
flight of Spitfire Mk2s flew CAP (ignore at- 
tack). 

SHICIDE was Larry Holland’s mission. 
Tme to its name, the mission starts with 
two flights of Spitfire Mk2s right on top 


of you. Thanks a lot, Larry. We wonder if 
he would have been this' cruel if he had 
to compete against the mission? You fly 
a Bfl 10 with a strafing and bombing mis- 
sion (Dover CHL radar) but 6 Spitfire 
Mk2s (top aces all) are on you from the 
start. "I knew this was Larry’s mission 
right from the start." 

***** 

Roger and his guest (his father) were 
treated to an 1 1-day Aviation Buffs’ Tour 
of England as the tournament champion. 
He was accompanied by CGW Editor-In- 
Chief Russell Sipe and Mrs. Sipe. 


The tour had a dual emphasis. On the 
one hand we were there to celebrate the 
50th Anniversary of the Battle of Britain 
(1940). On the other hand, we visited 
many airfields and sites associated with 
the American 8th Air Force, where the 
emphasis was on events in 1943-1944. 
The tour encompassed airfields, 
museums, airshows, and non-aviation 
sightseeing (such as visits to Blenheim 
Palace, Wilton House, and Winston 
Churchill’s burial site). 

Our tour guide. Bob Reynolds, was a 
Lancaster bomber pilot during the war 
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and lived in the London area during the 
Blitz. His stories and observations made 
the tour come alive for us. Additionally, 
the people that lived in the areas we 
traveled often had fascinating wartime 
stories to tell as well. 

Many Americans have their stories of 
what life was like on the "Home Front", 
and those stories are often fascinating. 

But when you listen to the English tell 
their stories about the war you realize 
that their "home front" was The Front. 

For example, when we were in Lon- 
don on September 15 for the 50th An- 
niversary Celebration, we had a fan- 
tastic vantage point standing on the 
Waterloo Bridge to watch the 50th 
Anniversary Battle of Britain 
fireworks show (complete with air 
raid sirens and search lights). 

From our vantage point the dome 
of St. Paul’s Cathedral stood out 
against the night sky across the 
Thames with the fireworks 
mimicking the Battle bursting 
seemingly all around the church. But 

(Continued on page 114) 
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Display at the restored operations room at Blake Hall (RAF North Weald) 


The Aces High museum at RAF North Weald houses Dolly, the camera plane for the movie Memphis Belle 
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NEW PRODUCTS 
ARRIVING DAILY! 



IBM 


3 In 3 

..31.95 

A-10 

..28.95 

AID Tank Nller 

..31.95 

AH-64 Helicopter 

..33.95 

Air Combat USA 

..25.95 


.,37.95 

Ancient Glory 

..25.95 

Arcade Fever Action Pak 

..25.95 


..31 .95 

bat 

..31 .95 


..30.95 

B«l of Power 1990 

..31.95 

Balance of the PItmet 

..30.95 

Bandit Klnge/An China ... 

..37.95 


..22.95 


..CAa 

Battle Cheee 1 or2 ea .... 

..30.95 

Battle Command 

,..31.95 

Battle Hawke 1942 

..20.95 


.90 os 

BIIUTed'e Excellent Adv .25.95 

Billy the Wd 

..25.95 

Black Gold 

..24.95 

Blood Relativee 

..31.95 


i..31.95 


..31.95 


..31.95 

Carmen SanDlegeVEach . 

..30.95 

Carmen World Deluxe .... 

...47.95 

Caetie Maeter 

..24.95 


.,31.95 

Champlone of Krynn 

..31.95 

Cheeemaeter 2100 

..31.95 

Clrcult’e Edge 

..30.95 


Clu« 25.95 

Colon«r« B«qu«it 37.95 

Cod 0 nam 6 :lc«man 37.95 

Command HQ 37.95 

ComquMt ofCamalot 37.95 

Countdown 37.95 

Crackdown 25.95 

Curea/Azura Bondt 31.95 

Dark Haart Unkml 30.95 

Daa Boot Submarina 31.95 

Day of thaVIpar 31.95 

Daya of Ihundar 31.95 

Daath Bringar 25.95 

DajuVull 31.95 

Daluxa Paint Animatad 64.95 

Datuxa Paint 2 Enhancad .82.95 

DRAGON Forca 31.95 

Dragon Lord 31.95 

Dragon Strlka 31 .95 

Dragona of Rama 26.95 

Dragona Ulr 43.95 

Ducktaiaa 28.95 

Earthriaa 31.95 

Empire 31.95 

Eacapa from Hall 31.95 

F-1 4 Tomcat 30.95 

F-15 IIStrikaEagla 34.95 

F-1 6 Combat Pilot 31.95 

F-19$taalth Rghtar 42.95 

F-29 Ratallator 31.95 

Faeaa 23.95 

Falcon 3.0 39.95 

Falcon/AT 32.95 

Family Xword Puzzlaa + ...25.95 
RreHawk 21.95 


— Joysticks-PC —— 

MACH 3 Joystick $29 

MAXX Flight Yoke $75 

MAXX Pedal -NEW $45 

Flight Stick w/Falcon $47 

HI Speed Adaptor CALL 

Gamecard 3 w/Y Cable ....$35 

Mice-PC 

MS Serial 4- paint $99 

MS Bus. w/PaInt $99 

MS Windows 3.0 $145 

Logitech Ser9 Bus/no pt. $79 
Logitech Ser.9 Ser/no pt, $69 
Dexxa Del. Ser/no oalnt 


lann 


Right of Intrudar 34.95 

Right Simulator 4.0 39.95 

Rnal OrWt 21.95 

Fountain of Dreama 31.95 

Gamaa Paopla Play 31.95 

Gauntlatll 25.95 

Ganghia Kahn 37.95 

Gin/Cribbaga King 25.95 

Global Dilamma 31.95 

Goldan Axa 25.95 

Gun Boat 31.95 

Guna and Buttar 31.95 

Guna and Glory 34.95 

Gunahip 34.95 

Harmony 28.95 

Harpoon 37.95 

Haat Wava 25.95 

Haro'a of tha Lanca 25.95 

Hlllafar 31.95 

Hockay Laagua Simulator 21.95 

Hound of Shadow 25.95 

Hoataga 25.95 

Hoylaa Book of Gamaa 22.95 

Ho^aa Book of Gamaa II . 21 .95 

IfItMovaaShootItt 19.95 

Indiana Jonaa-Action 17.95 

Indiana Jonaa-Graphic 20.95 

Indlanapolla 500 31.95 

Iron Lord 25.95 

lahido 35.95 

It Cama from tha Daaart ..35.95 

Jack NIcholaua 31.95 

Couraaa-89 or Vol 2 aa. . 1 5.95 
J. NIcholaua UnllmtadGolf 37.95 

Joa Montana Football 31.95 

Kata’aFarm 25.95 

King’a Bounty 31.95 

KIng'a Quaat 1 ,2 or 3 aa .. 31 .95 

King'aQuaat4 37.95 

KIng'a Quaat 5 CALL 

Kiwi Kraza 24.95 

Lakare va. Caltica 31 .95 

Land Air Saa Combo 37.95 

Lalaura Suit Larry 2 or 3 ..37.95 

Laxa Croaa 25.95 

LHX Attack Chopper 37.95 

Ufa and Daath II 31.95 

Ughtapaad 37.95 

Loom 37.95 

Loopz 25.95 

Lord of tha Ringa 34.95 

Ml Tank Platoon^ 42.95 

Math BlaatarPlua 32.95 

Mavla Baacon Typing 31 .95 

McGaa 25.95 

Maan Straata 36.95 

Mach Warrior 31.95 

MagaTravallarl 37.95 

Midwinter 30.95 

Monopoly 25.95 

NationaatWar 37.95 

Naw Print Shop 36.95 

Graphlca Ubrary each. ...22.95 

Night Bread 25.95 

Night Hunter 23.95 

Night Shift 25.95 

Nobunga'a Ambition 37.95 

NudaarWar 31.95 

Olla Walla 27.95 

Operation Thunderbolt 24.95 



■PRINTERS- 


-JOYSTiCKS-AMiGA— 

PANASONIC 

CITIZEN 

Epyx500XJ $10.95 

KX-P1124 

....$285 120D .... 

$139 

Gravis Mouse Stick ...$65 

KX-P1180 

....$165 180D .... 

$159 

MICb - AMliaA— 

KX-P1624 

..,,$349 200 GX, 

$169 

Goiden Image 

STAR 

GSX 14C 

I $289 

Opto-Mechanical $39 


NX1 000 Rainbow .$189 
NX1000Seriesll.,$145 

NX2410 $229 

NX2415 $379 

XB2410 $429 

XB2415 $549 


PGA Golf Tour 

31.95 

24.95 

Planet Earth 

28.95 

Play Room 

29.95 

Police Queet 1 

31.95 

Police Queet II 

37.95 


31.95 

POW 

28.95 

Power Drift 

24.95 


25.95 


34.95 

ProTennIe Tour 

25.95 


25.95 


25.95 

Puzzle Gallery tl 

31.95 


22.95 

Queet for Gloiy tl 

37.95 


25.95 

Railroad Tycoon 

37.95 


30.95 

Red Baron 

37.95 


37.95 

Red Storm RIetng .... 

34.95 


37.95 

RIek 

25.95 


30.95 

Romance/3 Kingdom 

49.95 


29.95 

Savage Empire 

37.95 


25.95 

Search for the King .. 

37.95 

Second Front 

37.95 

SecreVSIlver Bladea . 

31.95 

ShanghI II 

30.95 

Silent Service II 

37.95 

SIm City 

31 .95 

Terrlan Editor 

14.95 

Graphic Set 1 or 2 ea. ... 22.95 


25.95 

Sorcerlan 

37.95 

Space 1889 

31.95 

Space Queet 1 & 2 ea 

31.95 

Space Queet 3 or 4 ea 

37.95 

Spellcaeting 101 

37.95 

S^rltofExcatlbur .... 

30.95 


24.95 


30.95 

Star Reet II 

37.95 

Star Saga or II 

31.95 

Starfllglit II 

31.95 

Stellar’/ 

21.95 

Storm Acroee Europe 

37.95 

Stormovlk 

31.95 


30.95 

Strip Poker 2 

25.95 


28.95 

Stunt Track Racer .... 

22.95 

Sword of Aragon 

25.95 


HA n.R 


34.85 

Teen Mut. Ninja Turtlee ....25.95 


31.95 

Teet Drive ll/Duel 

31.95 

Data Diek each 

15.95 

Teet Drive 3 

37.95 


21.95 

Their Rneet Hour 

37.95 


21.95 

Third Courier 

31.95 

TreaeureTrap 

24.95 

TrMal Pureult 

25.95 


OKIDATA 

Microline 380 

24 pin printer 

299 


Tunnalaof Armagadon ....25.95 

TV Sporta Baaaball 31.95 

TV Sporta Baakatball 31 .95 

TV Sporta Football 31 .95 

Ultima V 38.95 

Ultima VI 41.95 

Untouchablaa 25.95 

Vetta 27.95 

War of the Lanca 31.95 

Wayne Gretzky 35.95 

Wayne Gretzky 11 34.95 

Weather Brief 31.95 

Weird Dreama 25.95 

WallMa 21.95 

Where Tima Stood Still ....24.95 

Wild Straata 28.95 

WIndwalkar 24.95 

Wing Commander 41.95 

WInglaadar 37.95 

Wizardry Trilogy 31.95 

Wolf Pak 34.95 

Wonderland 30.95 

World Atlaa 37.95 

World Claaa Leader Bd. ...33.95 
Zug'a Spell-A-Saurua 29.95 

AMIGA 

688 Attack Sub 31.95 

Air Combat USA 25.95 

Airbouma Ranger 28.95 

Anarchy 24.95 

Aroada Action Fever Pack 25.95 

BA.T 31.95 

Back to tha Future II 31.95 

Bar Gamaa 28.95 

BardaTala II 38.95 

Battle Chaaa 29.95 

Battle Command 31.95 

BattlaHawka1942 20.95 

Battla Squadron 24.95 

Battiaa of Napoleon 31 .95 

BatUatech 19.95 

Billy tha Kid ^5.95 

Black Gold 24.95 

Black Tiger 31.95 

Block Out 25.95 

Blood Ralativaa 31.95 

Blue Max 31.95 

Buck Rogara 31.95 

Budokan 25.95 

Carman SanDlago-aach ...30.95 
Cham/ Sd-Mut. Priaataaa 30.95 

Champlonaof Krynn 31.95 

Check Mata 34.95 

Codanama: Iceman 37.95 

Cotonal’a Baquaat 37.95 

Conquaatof Camalot 37.95 

Crackdown 31 .95 

Cribbaga King/GIn King ....25.95 

Curaa/Azura Bonda 26.95 

Cyber Ball 25.95 

Cyber Madix 25.95 

Daya of Thunder 31.95 

Dragon Forca 31.95 

Dragona Lair 33.95 

Dragon'a Lair II 43.95 

Dragon Lord 31.95 

Dragon Strike 31 .95 

Dragon of Rama 25.95 

Drakkhan 36.95 


Supra Modem 

.. J>C/Amlga 500/2000 

Modem 

Cabie 
inciudedi 


$ 109 ' 


‘FREE DEUVERY 



Dungeon Maeter 

....24.95 

Earl Weaver Baeeball .. 

....31.95 


....31 .95 

F-16 Combat Pilot 

....31.95 

F-1 9 Stealth Rghter .... 

....37.95 

F-29 Retaliate r 

....31.95 

Facee . . .Trie III 

....24.95 

Falcon 

....31.95 

Operation Counteretrlke .16.95 

Falcon MIeelon II 

20.95 


31.95 

Right Simulator II 

30.95 


31.95 

Future Claeelce 

30.95 


31.95 


37.95 


23.95 

Golden Axe 

31.95 


IF YOU DON'T 
SEE IT CALL! 


Master 3A 

External Disk 
Drive for the 
Amiga 

$ 89 * 

‘FREE DELIVERY 

in the contiguous 48 states 


Gunahip 34.95 

Hardball II 30.95 

Harley Davidaon 31.95 

Harmony 27.95 

Harpoon .*. 37.95 

Heatwave 30.95 

Haro’a Quaat 37.95 

Hockay Laagua Sim 21 .95 

Hoylaa Book of Gamaa 21 .95 

Immortal 31.95 

Imparlum .....25.95 

Indiana Jonaa - Action 1 7.95 

Indiana Jonaa • Graphic ... 20.95 

lahido 34.95 

laland of Loat Hope 23.95 

It Cama From tha Daaart .. 31 .95 

Jack Nicklaua Golf 30.95 

Kampfgruppa 37.95 

Katia’a Farm 24.95 

Killing Gama Show 28.95 

KIng'a Quaat 1,2,or3 30.95 

KIng'a Quaat 4 37.95 

Klax 25.95 

Legend of Faarghall 23.95 

Lalaura Suit Larry 25.95 

Lalaura Suit Liirry 2 or 3 ..37.95 

Ufa and Daath 31.95 

Loom 37.95 

Loopz 31.95 

Lorda of War 24.95 

M-1 Tank Platoon 37.95 

Magic Fly 25.95 

ManhuntarNY or SF 30.95 

Matrix Maraudare 24.95 

McGaa 24.95 

Microlaagua Wreatilng 24.95 

Mid Winter 24.95 

Might and Magic II 37.95 

Monopoly 24.95 

Mutant Nln]aTurtlaa 28.95 

Myth 31.95 

Nationa at War 37.95 

Nauromancar 28.95 

Night Bread 31.95 

Night Force 28.95 

Night Hunter 23.95 

Night Shift 25.95 

Nobunga'a Ambition 37.95 

NudaarWar 30.95 

Operation Combat 30.95 

Over Run 37.95 

PIctlonary 24.95 

PIrataal 28.95 


Police uueet 

..37.95 

Pool of Radiance 

..31.95 

Populous 

..31.95 


..25.95 

Powermonger 

..31.95 

Prince of Perela 

..25.95 

ProTennIe Tour 

..25.95 

Puzzle Gallery II 

..31.95 

Puzzle Storybook 

..25.95 


..22.95 

Red Storm Rlelng 

..34.95 

Reeolution 101 

..31.95 

RIek 

..24.95 

Robocop 

..28.95 

Rocket Ranger/35 Troope 31.95 

Romance/ 3 KIngdome .. 

...49.95 

Sande of Rre 

...31.95 


...24.95 


...31.95 


...30.95 

Shadow of the Beaet 

,,.31.95 

Shadow of the Beaet II 

„. 37.95 

Shadow Warrior 

...31.95 


..24.95 

SIm City 

...30.95 


...14.95 


,..25.95 

Space Ace 

...34.95 

Space Queet 1 or 2 

...30.95 


...37.95 


...29.95 

Spirit of Excallbur 

...30.95 


...31.95 

Storm Acroee Europe .... 

...37.95 


..28.95 

Superbika Simulator 

...31.95 

Sword of Aragon 

...25.95 

T.V. Sporta Baakatball .... 

...31.95 

T.V. Sporta Football 

...31.95 


...24.95 

Tennis Cup 

..24.95 


...20.95 


...30.95 

Test Drive III 

..37.95 

TTielr Rneet Hour 

...37.95 

Third Courier 

...30.95 


...34.95 

TreaeureTrap 

...24.95 

Tunnele of Aimageddon 

..25.95 


...31.95 


,..25.95 

Ultima 4 

...38.95 


...31.95 


..25.95 

Viking Child 

...23.95 

War of the Lance 

...25.95 

Warhead 

...31.95 

Waterloo 

...37.95 

Wayne Gretzky Hockey .. 

..30.95 

Weird Dreame 

...24.95 

Welltile 

..21.95 

Wild Streete 

...27.95 

Wind Walker 

,.25.95 


...31.95 

Wolf Pak 

...34.95 


...30.95 

World Atiae 

...35.95 


ORDEnNQ IWO: Spaoffy ayatam. tor faaldfllvary tend ctthlar'a check or money order. Pereor»iaoompcnyeheckeillow14bu9inessdaystodMr. School POs weloome. COD chirgee ere $4. InoondnentalUSAIncludoMfofeoftweroonlere, 5%ehlpplngfor 
hi^re, irtrimum $5. MaaterCerd A Vleaontorepieeee Include card exp. <tete 4 slgrMture. Wl leektonte pbeee add 5% Miee bx. HIAKFPO.APO. Puerto Rlco&Caradbnordere.plMeeadd9%eHpplr)g.mlnlmumte. «! other order* add 15% ehlpplno, 
nwatlo. Ml order* ehlppedoutelde the oortlnenbl USA treehlppedflret dee* insured rral, where avalbM*. If foreign shipping charges exceed the minimum amount, you wll be charged die additional amount. All goods are new & Include factory warranty, we 
do not guaranbe oompalbllly A wslon #e. Due to our low prices, al sabs are fInaL Al defecthe returns must haw a return authorization #. Cal(414)3S7-818t tooblalnan RA#oryourretumwllnotbe accepted Prices and avaibbllty sub|ect to change 
whhout notice. SNppInq A handing are rtonrefrardabb. We shk> the bbst wrslon* avalhMe to ua. nxtates must be handled by end user directly with the manufacturer. Not responslUe for ^potpaphlcal error*. 
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Survey 


Re-Sounding 

Personal 

Computers 

A Sound Board Buying Guide 

by Rich Heimlich 



Roland MT-32 


Rich Heimlich is President of TSCS, 
Inc., a quality-assurance testing firm 
that specializes in entertainment 
software. 

C omputer gaming on the IBM con- 
tinues to enter new realms of dis- 
covery and fascination. With the 
advent of VGA graphics and the seeming- 
ly endless capabilities of CD-ROM, com- 
puter gaming has taken a giant step for- 
ward. Improved sound via new sound 
cards has led the way in these long- 
awaited changes. The problem is fast be- 
coming not why to enhance the sound 
ability of one’s PC, but which card to buy 
in order to do so. Here are some observa- 
tions that may help. 

The Wondrous Days Of 
Yesteryear 

In the early days of rc sound cards 
(circa 1988), the world openly accepted 
the only card available at an economical 
price: the AdLib card, along with its Per- 
sonal Computer Music System software. 
The AdLib promised no more annoying 
beeps and boops emanating from com- 
puter games and did this so well that, 
even today, it is still considered the stand- 
ard in affordable sound cards. 


Sierra Online, makers of the popular 
King’s Quest series, helped lead the way 
in bringing incredible sound to the IBM 
computer. They not only supported the 
AdLib card but also the Roland MT-32 
and IBM Music Feature Card. Other 
developers caught on and it has become 
the standard to find games enhanced by 
quality sound board support. 

Scripting An AdLib 

The AdLib card has remained virtually 
the same since it came out in August, 
1987. It is based on a technology called 
FM synthesis, provided by an integrated 
circuit chip from Yamaha which uses 
FM sound. Basically, this chip provides 
1 1 "voices" or channels of sound, mean- 
ing that the card can play 1 1 instruments 
at one time as compared to only the 
single instrument on a standard PC 
speaker. Of the technologies represented 
in the sound cards available today, FM 
synthesis is the least expensive method 
of generating quality sound. AdLib cards 
also come with a quarter-inch stereo 
speaker jack (soon to be changed to an 
eighth-inch mini jack) for headphones or 
speakers, and a dial so that you can ad- 
just the volume. AdLib has also made it 



AdLib Sound Card 


possible for the card to play back 
recorded sounds called "digitized 
samples" in an acceptable 6-bit format. 

An AdLib card can be purchased in 
stores for about $100 or less and in- 
cludes AdLib’s Juke Box program. For 
those interested in music composition, 
one can also get the Personal Computer 
Music System which consists of the 
AdLib board. Visual Composer (a com- 
position program). Composition Projects, 
and Juke Box. The PCMS retails for $219. 

Roland (MT-32) Blows His 
Horn 

As the market for sound enhancement 
products grew, other manufacturers 
created their own boards. One of the ear- 
liest AdLib competitors was the Roland 
MT-32. The MT-32 is a familiar product 
in the professional music industry. 
Musicians typically write many songs 
using an MT-32 and software like Sequen- 
cer+ from Voyetra. Roland also has sold 
far more of these cards than any of its 
competitors. However, most of these 
cards are used by musicians as opposed 
to gamers. Roland realized that this card 
could be adapted to the gaming environ- 
ment and, with a little help from Sierra, 
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Covox Sound Master 


entered the market when King's Quest 
IV came out. The MT-32 is based on 
MIDI (Musical Instrument Digital Inter- 
face), a standard already established in 
the music industry. It uses a technology 
known as Linear Arithmetic Synthesis 
which enables the MT-32 to generate 32 
voices of sound. Mot only does the MT- 
32 have 21 more voices than an AdLib 
card, but it also benefits from the supe- 
rior LAS technology. This allows for the 
most realistic sound available in com- 
puter gaming today. The MT-32 is like 
having a complete orchestra in your com- 
puter. It is so impressive that when this 
reviewer recently played Space Quest III 
using an MT-32, his jaw almost dropped 
to the floor. The experience is like living 
a dream. Unfortunately, all this technol- 
ogy does not come cheap. The MT-32 
(with an exterior box), and another 
Roland sound card, the LAPC-1 (which is 
strictly an internal card) cost about the 
same at $595 retail (although one can 
purchase a Roland for $550 direct from 
Sierra). 

Having A Blast With Game 
Blaster and Sound Blaster 

Two of the newer cards on the market 
are from Creative Labs. They are the 
Game Blaster and Sound Blaster. 
Game Blaster was an attempt to com- 
pete with AdLib by providing acceptable 
sound quality at a much lower price. The 
probiem with the Game Blaster is that it 
does not meet acceptable quality stand- 
ards. Developers have supported it in 
some titles, but all of these titles support 
the better FM synthesis technology more 
efficiently. 

Sierra, one of the developers to sup- 
port the board, suggested that Game 
Blaster was not quite what everyone was 
looking for and strongly requested some 
guidelines for a new board. (Sierra is 
very serious about sound support.) Enter 
the Sound Blaster. This new card per- 
sonifies the expression "biggest-bang-for- 
the-buck." First and foremost, it uses the 
same FM synthesis chip as the AdLib 
board. Hence, it is fuliy AdLib com- 


patible. Since this compatibility 
is completely transparent, a 
game which supports an AdLib 

( supports the Sound Blaster 

whether it knows it does or not. 

The Sound Blaster also comes 
with everything you need to 
record and play digitized sound 
effects and voices. The card is 
also capable of handling the bet- 

ter sounding 8-bit samples more 

prevalent today. AdLib’s 6-bit 
samples sound quiet and tinny 
compared the 8-bit samples. The Sound 
Blaster also has text-to-speech capability 
and can read ASCII text files back to the 
user. Another important benefit of a 
Sound Blaster is the built-in game port, 
thus saving a slot and some money. One 
word of caution, however, is that this port 
is not "386 aware" yet. Thus, it may not 
be useable in faster 386’s. The joystick 
port can be disabled so that a separate 
game port can be used. The Sound 
Blaster is also MIDl-compatible and an op>- 
tional MIDI package can be purchased 
(should one wish to compose directly 
from a musical keyboard). This reviewer 
has found this board in stores for around 
$179, which includes many programs 
that give you complete control of every 
part of the board. 

About The Others 

Since the inception of quality rc-based 
sounds, other cards have come and, in 
some cases, already gone. Covox has 


developed a few products like Speech 
Thing, Sound Master, and Voice 
Master. The Voice Master is used by 
quite a few developers to record digitized 
voice samples. The other products have 
had minimal support, at best. Also in this 
category is the Innovation card which 
never really had a chance and M-Sound 
which has an interesting history in and of 
itself. 

Advanced Gravis, makers of excellent 
gaming peripherals, bought a company 
called Mountain Sound, who were 
developing a product called M-Sound. 
Developers interviewed described the M- 
Sound like it was a dream come true. 

The problem was that nobody had actual- 
ly seen one yet. M-Sound was supposed 
to provide CD-quality sound with 32 
digitized voices and was to be AdLib com- 
patible. When M-Sound finally showed up 
in developers’ hands, not 'only wasn’t it 
AdLib compatible but it also only su|> 
ported 4 digitized voices! Beyond this, 
the original price was reported to be 
under $100. It is now selling for as much 
as a Sound Blaster. A major discount 
software chain apparently bought 
thousands of the boards and appears to 
be contacting developers in hopes of get- 
ting them to support M-Sound. 

Counting Your Money 

Making the decision as to which sound 
board to buy can be a trying experience. 

{Continued on page 91 ) 


HARDWARE SOFTWARE 


All systems Include 1MB RAM, either 
1 .2 or 1 .44 floppy, 40 meg hard drive, I/O 
card (2S,1P,1G), 101 keyboard, monitor 
and video card. 


CPU /VI DEO 

PRICE 

286/12 MHz, Standard 
VGA (640x480 51 2K, 

16 bit), ,31 monitor 

$1259 

286/12 MHz, Super 

VGA (1024x768 512K, 

16 bit), .28 monitor 

$1359 

386/25 MHz, Standard 
VGA (640x480 51 2K, 

16 bit), .31 monitor 

$1872 

386/25 MHz, Super 

VGA (1024x768 51 2K, 

16 bit), .28 monitor 

$1972 


SSG Titles 


Decisive Battles Series 

$22.75 

Reach For The Stars 

22.75 

Panzer Battles 

22.75 

Overlord 

22.75 

MicroProse 


UMS II 

$41.25 

Knights of the Sky 

41.25 

Pirates 

26.50 

Railroad Tycoon 

41.25 

Silent Service II 

37.95 

Command HQ 

41.25 

Electronic Arts 


D & D Series 

$37.50 

Bard’s Tale III 

37.50 

Imperium 

31.95 

Tunnels & Trolls 

37.50 

Others 


Links 

$44.95 

Faces 

31.25 

Secret Weapons of the Luftwaffe 44.95 

Blue Max 

37.50 

Harpoon Med 

22.95 

Microsoft FS 

44.95 


VOICE: 714-680-3420 
FAX: 714-680-3317 


JCL SERVICES, INC. 

4 can riiion BaABin/NOA ^ ^ 


1609 MARIPOSA 
FULLERTON, CA 92633 


COMPUSERVE: 71361, 1005 
PRODIGY: JTHKOOA 


December 1990 
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Review 


Stormovik Over Europe 


Electronic Arts* Stormovik: 8C1-25 Soviet Attack Fighter 


by Stanley R. Trevena 




s the Cold War thaws, the 
world is faced with a new 
crisis. After all, now that the 
Soviets are suddenly "on our side," 
we need a common enemy, a bad 
guy to rally against. Does Saddam 
Hussein have the muscle to really 
stand up against the combined 
might of the (J.S. and U.S.S.R.? As 
it is, perestroika and glasnost have 
already affected the movies we 
watch, the books we read, and 
now, the games we play. Tetris 
was only the start of this Soviet in- 
vasion. Now, Electronic Arts is as- 
king the gamers of the United 
States to fly the friendly skies of 
the Soviet Air Army in Stormouik: 

SU-25 Souiet Attack Fighter {Stor- 
movik). 

It seems, in the alternate history 
associated with this product, that 
perestroika and glasnost are 
having a negative effect on the 
profitable business of war. Thus, 
there is a group of individuals who 
have formed a partnership to bring 
life back to the war effort. These 
dissidents come from the upper 
ranks of national defense in- 
dustries and will use whatever 
tools are at their disposal to des- 
tabilize relations between East and 
West. The tool of choice is terrorism and 
the recruits come from such training 
grounds as the U.S. Central Intelligence 
Agency, the National Security Agency, 
the KGB, and the Secret Police. These ter- 
rorists are well supplied with the latest 
weapons from both sides. The player’s 
role is to mount a counterattack on the 
terrorists that are responsible for border 
skirmishes during the reunification of Ger- 
many. Failure to quell this violence could 
pull the world into World War III. 

The player must first enlist in the elite 
Red Guard Strike Force. There are four 
empty slots in the roster for new pilots. 

The player enters his name and has the option of adjusting his 
rank. Rank directly affects the type and amount of weapons allo- 
cated to the player’s plane. Then one selects 
a time period in the German Reunification 
Conflict: 1991, 1992, or 1993. Each year in- 
creases in difficulty as the front line of the war 
advances from the Polish border toward 
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central Germany. Once the time 
period is chosen, the pilot is given 
a selection of missions. There are 
ten missions for each year of the 
war, along with one practice mis- 
sion (free flight). 

The mission objectives are given 
and an approximation of possible 
opposition strength is presented to 
the pilot. This information is very 
important to players in the next 
phase, arming one’s aircraft. 

The S(J-25 can carry five tons of 
ammunition. There are ten 
hardpoints on the SG-25 and the 
symmetry of the weapons load is 
very important to a successful con- 
clusion of a given mission. The 
hardpoints are numbered one to 
ten from the left wing tip to the 
right. The "Q" key cycles choices 
toward the fuselage, and the ’W" 
key cycles out toward the wing 
tips. For example, starting at the 
left wing and pressing "Q" repeated- 
ly would cycle through hardpoints 
1, 10, 2, 9, 3, 8 ... etc .. . This 
may not seem of great importance 
until one flies his/her first mission 
and finds that he/she is cycling 
through hardpoints unnecessarily 
because of sloppy preparation. For 
those who have few preferences in this 
regard, there is always a mission default 
weapons load that can be selected. 

Stormovik supports CGA, EGA, MCGA, 
VGA, and Tandy 16 color graphics. The 
SO-25 can be controlled via the key- 
board, mouse, or joystick. Two settings 
are provided for mouse users: standard 
and high-resolution. 1 found that my 
Logitech mouse was a little too sensitive 
for the game, especially at low altitudes. 
Keyboard control is adequate, but most 
will find that the joystick provides the 
best overall control. Further, computer 
gamers are strongly advised to run Stor- 
movik on the fastest machine they can find. It takes at least 8 
Mhz to speed this program along efficiently. Fortunately, there is 
an option in the setup menu to adjust the 
level of detail in the program. This can com- 
pensate somewhat for a lack of processor 
speed. Rnally, enhanced sound support is 
provided for AdLib and Tandy sound. 

(Continued on page 70) 
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TITLE: 

Stormovik: SU-25 Soviet Attack Fighter 

SYSTEM: 

IBM 

PRICE: 

$49.95 

DESIGNER: 

Paul Grace 

PUBLISHER: 

Electronic Arts 


San Mateo, CA 
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The Ad Lib Music Card: 

Open your eare and blow your mind. 



Asteroids are hurtling by. Enemy photons are de- 
stroying the rear deflectors. Engines strain as they 
reach critical mass. Suddenly you hit the retros, loop 
[around, and fire with everything you've got. 

And what kind of awesome, breath-taking music 
is your computer playing? "Bleep, bop, beep." Pretty weak, eh? 

Well listen up. Because now there's the Ad Lib Music Card. 

It's the digital music synthesizer that's conquering the final frontier 
of truly realistic game playing-totally ear-blasting sound. 

Confront the dark overlord, and Ad Lib's 11-piece orchestra 
will back you up with gutsy, heart-swelling music. And if you meet 


an untimely death, rest assured that Ad Lib's funeral dirge will bring 
tears to the eyes of your loved ones. 

In fact, the Ad Lib sound is so hot, major game developers are 
now designing dozens of new adventures with special soundtracks 
just for the Ad Lib Music Card. 

Call us at 1-800-463-2686 for the name of your nearest 
dealer, for more information, and for the ever-growing list 
of major game titles with spectacular Ad Lib soundtracks. 

Add the missing dimension to your games with the 
Ad Lib Music Card. From a solo to a symphony. Ad Lib's 
music makes the adventure come alive. a it m ^ 

AdLibl 



Ad Lib Inc., 50 Staniford Street, Suite 800, Boston, MA 02114. 1-800-4B3-268B in U.S, or Canada. 1-418-529-9B7B International. Fax: 1-418-529-1159. 


New 

Compatible 

Carnes. 

Here are just some of the 
hottest new computer games 
designed for use with tite 
Ad Lib Music Card: 







Sierra's Lucasfilm's Their Finest Hour: Activision’s 

Conquests of Camelot Battle of Britain Power Drift 


Electronic Arts' 
Centurion 


Capstone's Bill & Ted's 
Excellent Adventure 


System requirements: IBM PC, XT, AT, or compatible with 256K RAM, DOS 2.0 or higher, C6A, EGA, or monochrome graphics adaptor, and headset or external speaker. 
© 1990 Ad Lib. Ad Lib is a registered trademark of Ad Lib Inc. IBM is a registered trademark of International Business Machines Corporation. 
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See Reader Input Device on page 124 


The Categories 

Strategy (ST): Games that 
emphasize strategic planning 
and problem-soloing. 

Simulation (SI): Games based 
on first-person perspectives of 
real-world environments. 

Adventure (AD): Games that 
allow you to take an alter ego 
through a storyline or series of 
events. 

Role-Playing Adventure (RP): 
Adventure games that are 
based on character 
development (usually 
Involving attributes). 

Wargames (WG): 
Simulations of historical or 
futuristic warfare from a 
command perspective. 

Action/Arcade (AC): 
Computer games that 
emphasize hand-eye 
coordination and reflexes. 

Games are often listed in more 
than one category. In this 
case, the first listed category is 
considered primary. In order 
to be recognized as the Top 
Game" in a given category, a 
game must be listed as being 
primarily of that specific type. 


Top Role-Playing 


UltiipaH 





Top Simulation 



THE TOP TEN GAMES 


No. 

Name 

Source 

Machine(s) 

Cat. 

Avg. # 
Resp. 

Rating 

1. 

Their Finest Hour 

LucasFilm 

I 

AC, SI 

97 

10.49 

2. 

Railroad Tycoon 

MicProse 

I 

ST 

76 

10.40 

3. 

Ultima VI 

Origin 

I 

RP 

72 

9.88 

4. 

Harpoon 

Three-Sixty 

I 

WG 

71 

9.67 

5. 

SimCity 

Maxis 

Am,C,l,M 

ST,SI 

126 

9.66 

6. 

M-1 Tank Platoon 

MicProse 

I 

S1,WG 

68 

9.60 

7. 

MechWarrior 

Activision 

I 

S1,RP 

52 

9.17 

8. 

Populous 

EA 

Am, I, ST 

ST 

116 

9.15 

9. 

Hero's Quest 

Sierra 

I 

AD,RP 

54 

9.12 

10. 

Red Storm Rising 

MicProse 

C64,I 

SI 

74 

9.10 


No. Name 


11. Battlehawks 1942 

12. Bard’s Tale III 
Ultima V 

14. Lords of Rising Sun 

Wasteland 

16. Space Quest III 

17. Roman ce/3Kngdms 
Starflight 2 

19. Indy; Adventure 

Overrun 

Sword of Aragon 

22. Second Front 

23. Dragon Wars 

24. Falcon 

25. NFL Challenge 

26. Indianapolis 500 

27. Might & Magic II 

28. LHX Attack Chopper 
The Magic Canale 

30. Project Stealth Ftr 

31. Ba^es of Nap)oleon 
Battletech 
Leisure Suit 111 

34. Airborne Ranger 

35. Bandit Kings 
King’s Quest IV 

37. Jack Nick Unlimited 

38. Action Stations 
Breach 2 

40. Neuromancer 

Nuclear War 
Secret of Slvr Blades 

43. F- 1 5 Strk ^gle 2 

44. Battlechess 

45. Curse of Azure Bonds 
Typhoon of Steel 

47. Ballistyx 

Chessmaster 2100 
Police Quest II 
Zany Golf 

51. Gretzky Hockey 

52. Pool or Radiance 

53. Champs of Krynn 

54. Sword of Samurai 

55. Genghis Khan 


Source 

Machine(s) 

Cat. 

Avg. # 

Rating 




Resp. 


LucasFilm 

Am,l,ST 

AC,SI 

87 

9.06 

EA 

Ap.C 

RP 

74 

9.03 

Origin 

Ap,l 

RP 

102 

9.03 

Cnmwre 

Am 

AC,ST 

53 

9.01 

EA 

Ap.C,l 

RP 

119 

9.01 

Sierra 

Am, I, ST 

AD 

34 

8.97 

Koei 

Arn,i 

ST,RP 

31 

8.96 

EA 

1 

RP 

62 

8.96 

LucasFilm 

Am,l 

AD 

23 

8.93 

SSI 

Ap.C 

WG 

24 

8.93 

SSI 

Am, I 

WG,ST 

44 

9.10 

SSI 

1 

WG 

38 

8.92 

Interplay 

SpcHolo 

^,C,I 

Many 

RP 

SI 

29 

62 

8.97 

8.90 

XOR 

I.M 

ST 

86 

8.87 

EA 

1 

SI 

29 

8.86 

NewWorld 

^,C,I 

RP 

54 

8.81 


AC 

25 

8.80 

AAindcraft 

Ap,C,l 

RP 

43 

8.80 

MicProse 

c 

SI 

29 

8.79 

SSI 

Ap,C,l 

WG 

30 

8.77 

Infocom 

Am,I,ST 

RP 

48 

8.77 

Sierra 

Arn,! 

AD 

47 

8.77 

MicProse 

C,1,ST 

AC 

74 

8.76 

Koei 

Arn,I 

ST,RP 

28 

8.75 

Sierra 

Many 

AD 

58 

8.75 

Accolade 

ST 

26 

8.73 

CnflctAnlytic 

I 

WG 

22 

8.71 

Omnitrend 

Am,l,ST 

ST,RP 

29 

8.71 

Interplay 

Many 

AD 

33 

8.70 

New Worid 

Am,f 

ST 

41 

8.70 

SSI 

C64,l 

RP 

47 

8.70 

MicProse 

I 

SI 

58 

8.69 

Interplay 

Many 

ST 

58 

8.68 

SSI 

Ap,C,I 

RP 

70 

8.67 

SSI 

Ap,C 

WG 

43 

8.67 

Psygns 

Am,ST,I 

AC 

20 

8.65 

Toolworks 

Many 

ST 

44 

8.65 

Sierra 

I,GS,ST 

AD 

43 

8.65 

EA 

Am,I,ST 

AC 

31 

8.65 

Bethesda 

Am,l 

AC,ST 

38 

8.64 

SSI 

Many 

RP 

116 

8.61 

SSI 

Ap,C,I 

RP 

65 

8.60 

MicProse 

ST,RP 

43 

8.55 

Koei 

1 

ST,RP 

34 

8.54 




Page 64 


Computer Gaming World 




Top 100 Gaines 


THE HALL OF FAME 


The Games in 
CaW’s Hall of 
Fame Have Been 
Highly Rated by 
our Readers 
over Time. 
They are Worthy 
of Play by All. 


Bard’s Tale I 
Chessmaster 
Dungeon Master 
Earl Weaver Baseball 
Empire 

F19 Stealth Fighter 
Gettysburg 
Gunship 
Kampfgruppe 


Mech Brigade 
Might & Magic 
M.U.L.E. 

Pirates 
Starflight 
Ultima HI 
Ultima rV 
War in Russia 
Wizardry 


Tio. 

Name 

Source 

Machine(s) 

Cat. 

Avg. # 
Resp. 

Rating 


It Came From Desert 

Cnmvirare 

Am, ST 

1 

AD 

36 

8.54 

57. 

A- 10 Tank Killer 

Dynamix 

SI 

40 

8.53 


Future Wars 

Interplay 

Am,l 

AD 

24 

8.53 

59. 

Carrier Command 

MicroPlay 

Am,l,ST 

1 

AC,WG 

49 

8.51 


DeathTrack 

Activision 

AC 

29 

8.51 


Panzer Strike 

SSI 

Many 

Am,I,ST 

WG 

68 

8.51 

62. 

Silent Service 

MicProse 

SI 

257 

8.50 

63. 

Hostage 

Mindscape 

AC 

28 

8.47 

64. 

Man hunter 2 

Sierra 

Am,l,MST 

AD 

31 

8.42 

65. 

TV Sports Football 

Cnmwre 

Am,l,St 

AC,ST 

50 

8.39 

66. 

Arkanoid 

Dsc/Taito 

Many 

AC 

69 

8.38 


Wings of Fury 

Brodbnd 

Ap 

AC 

52 

8.38 

68. 

Strike Fleet 

EA 

Ap.C.l 

Many 

WG 

79 

8.37 

69. 

Fire Brigade 

Rocket Ranger 

Panther 

WG 

30 

8.34 

70. 

Cnmwre 

Am, ST 

AC,AD 

75 

8.32 

71. 

Modem Wars 

EA 

C,1 

ST 

24 

8.29 


TV Sports Basketball 

688 Attack Sub 

Cnmwre 

Am,l,ST 

AC, ST 

33 

8.29 

73. 

EA 

Arn,! 

S1,ST 

59 

8.27 


Drakkhen 

Data East 

Am 

RP 

32 

8.27 

75. 

Manhunter 

Sierra 

Many 

1 

AD 

72 

8.25 

76. 

Centurion 

EA 

ST 

49 

8.24 

77. 

Police Quest 

Sierra 

Many 

Am,f,ST 

AD 

98 

8.23 

78. 

Starglider II 

Rain bird 

AC 

65 

8.22 

79. 

Jack Nick 18 Holes 

Accolade 

Am,C,l 

AC, ST 

28 

8.21 


Three Stooges 

Cnmwre 

Am,C,GS 

AC 

68 

8.21 

81. 

Leisure Suit Lry II 

Sierra 

Many 

AD 

52 

8.20 

82. 

Loom 

LucasFilm 

Am,r 

AD 

38 

8.18 

83. 

Abrams Battle Tank 

EA 

1 

AC,S1 

31 

8.16 

84. 

Colonel's Bequest 

Sierra 

Am,l 

AD 

28 

8.14 

85. 

Tetris 

SpcHolo 

Many 

Am,f 

AC,ST 

46 

8.13 

86. 

Conquests of Camelot 
Vette! 

Sierra 

AD 

33 

8.12 


SpcHolo 

1 

AC 

26 

8.12 

88. 

Stealth Mission 

Sublogic 

C 

SI 

36 

8.11 

89. 

Nobunaga’s Ambition 

Koei 

1 

ST,RP 

48 

8.09 


Shiloh 

SSI 

Ap,C,l 

WG 

54 

8.09 

91. 

Knights of Legend 

Origin 

Ap,C,l 

RP 

26 

8.08 

92. 

Speedball 

Cnmware 

Marw 

AC 

35 

8.06 

93. 

Russia 

SSG 

WG 

61 

8.05 

94. 

Sentinel Worlds 

EA 

RP 

71 

8.04 

95. 

Test Drive 11 

Accolade 

Am,C,l 

AC 

42 

8.02 

96. 

WC Leader Board 

Access 

Many 

AC,ST 

97 

8.00 

97. 

Breach 

Omnitmd 

Many 

ST,RP 

114 

7.98 

98. 

Jordan vs Bird 

EA 

Many 

AC 

47 

7.96 

99. 

Codename: Iceman 

Sierra 

Am,f 

AD 

32 

7.92 


Prophecy 

Activision 

1 

AC,AD 

32 

7.92 



Top Strategy 


Top Action 




Top Adventure 
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Scorpia's Column 


Advertisement 

EAD TOP 25 

ENTERTAINMENT SOFTWARE TITLES 


This 

Mo. 

Last 

Mo. 

Type 

Title 

Publisher 

1 

1 

RP 

* ★ No. 1 ★ ★ 

AD&D ' : Secret of the Silver Blades 

SSI'“ 

2 

2 

EDUCATION 

Mavis Beacon Teaches Typing!™ The Software Toolworks* 

3 

5 

SPORTS 

PGA TOUR® Golf 

Electronic Arts^' 

4 

3 

SIM 

Their Finest Hour: The Battle of Britain™ 

Lucasfilm Games™ 

5 

4 

RP 

AD&D ' : Champions of Krynn 

SSI 

6 

8 

RP/STKATEGY 

Centurion: Defender of Rome™ 

Electronic Arts 

7 

13 

RP 

Might & Magic® 11 New World Computing™ 

8 

6 

SIM 

LHX: Attack Chopper™ 

Electronic Arts 

9 

12 

SIM 

Populous " 

Electronic Arts 

10 

9 

SIM 

The Hunt for Red October " 

Datasoft^ 

11 

10 

FAMILY 

The Chessmaster 2100™ The Software Toolworks 

12 

16 

SIM 

Life & Death™ The Software Toolworks 

13 

15 

RP 

Loom™ 

Lucasfilm Games 

14 

11 

FAMILY 

Trivial Pursuit® 

Parker Brothers® 

15 

NEW 

RP 

Questmaster* : The Prism of HehuetotaF 

Miles Computing™ 

16 

14 

RP 

Starflight™ 

Electronic Arts 

17 

— 

SIM 

Harpoon Scenario Editor™ 

Three-Sixty™ 

18 

17 

SIM 

688 Attack Sub™ 

Electronic Arts 

19 

20 

ARCADE 

Altered Beast™ 

SEGA® 

20 

22 

SIM 

Sands of Fire™ 

Three-Sixty 

21 

NEW 

FAMILY 

Games People Play “ The Software Toolworks 

22 

NEW 

STRATEGY 

Global Dilemma: Guns and Butter™ Mindscape/Software Toolworks 

23 

— 

SIM 

Harpoon™ 

Three-Sixty 

24 

19 

RP 

Starflight™ 2 

Electronic Arts 

25 

24 

SIM 

Indianapolis 500*' The Simulation™ 

Electronic Arts 


RP = Role-playing SIM = Simulation 

- EAD Top 25 is based on the combined sales of all formats. 

- Titles on the EAD Top 25 reflect 90 day unit sales (ending 8/31/90) of EAD 
which distributes the products of 15 leading independent software publishers. 

Circle Reader Service #34 


Scorpions View 

(Continued from page 46) 



The music, however, is very good. As 1 mentioned in my other 
article ("Scorpion’s Tale"), the right music can add much to the 
enjoyment of game play, and the tunes here are just right. Eerie, 
lively, ominous, or dramatic, the music is well-matched to mood 
and circumstance. 

You do need a sound card, though, to hear the music at its 
best. I inadvertently hit the wrong choice during the initial setup 
and found that the PC speaker just doesn’t cut it. 

The interface is essentially the same as that in Search For The 
King: you use the mouse or arrow keys to move the main char- 
acter around the screen and type in commands on the keyboard. 
This brings me to my next complaint. 

Many times it was necessary to do a lot of intermediate 
maneuvering to get the character from one spot to another on 
the same screen. Click here. Click there. Now, click somewhere 
else to get him where you want him to be. Further, it was also 
necessary to be practically on top of an object before it could be 
picked up, or those dreaded words "you’re not close enough" 
would appear. 

This is ridiculous and frustrating. As The Secret of Monkey Is- 
land amply demonstrates, it is perfectly possible to program the 
character to move intelligently. Click where you want him to go, 
and he walks there on his own, avoiding intervening obstacles 
such as trees or tables. Tell him to pick something up, he walks 
over and picks it up. 

Of course, this does not apply when getting somewhere or ob- 
taining an item is part of a puzzle. However, most movement in 
these games is just going from one place to another, and should 
not require intricate maneuverings. The same holds true for ac- 
quiring objects. Getting them shouldn’t be an exercise in ex- 
asperation as you try to move the character to the proper posi- 
tion. 

Inventory management is important in this game. While the 
manual doesn’t say so explicitly, P.J can carry a maximum of 
only seven items at once. This can be a real nuisance at times, 
requiring much running back and forth (or even restoring the 

(Continued on page 92) 
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Buy 2 SSI AD&D games, get an SSI AO&D game FREE. Buy 2 SSI Wargames, get an SSI Waraame FREE. 

Buy aiw 2 games, get 50% off any Classic Game. Buy any 3 games, get any $12 game pREE. 

FREE T-Shirt and Posters available upon purchase of any games. Offer Is good until November lS, 19M and while promotional games last 

Quantities are limited. 


GAME SELECTION 

APPLE 

C64 

IBM 

ATARI AMIGA 

Strategic Simulations: 

Heroes of the Lance 


$24 

$30 

$30 

$30 

Champions of Krynn 

$36 

$30 

$36 


$36 

Curse of Azure Bonds 

$36 

$30 

$36 



Pool of Radiance 

$34 

$30 

$36 



War of the Lance 

$30 

$30 

$36 



Secret Silver Blades 


$30 

$36 



Hilisfar 


$30 

$36 

$36 

$36 

Dragons of Flame 


$16 

$20 

$20 

$20 

Dragon Strike 



$36 



Sword of Aragon 



$30 


$30 

DM Assist Vol. 1 

$24 

$24 

$24 


$24 

DM Assist Vol. 2 

$24 

$24 

$24 


$24 

Battles of Napoleon 

$32 

$32 

$32 



Storm Across Europe 


$42 

$42 


$42 

Second Front 



$42 



Gettysburg 

$42 

$42 

$42 


$42 

Red Lightning 


- 

$42 

$42 

$42 

Waterloo 



$42 

$42 

$42 

First Over Germany 


$36 

$36 



Kampfgruppe 



$42 


$42 

Overrun 

$36 

$36 



$42 

Typhoon of Steel 

$36 

$36 




Strategic Studies Group: 

American Civil War I 

$30 

$30 

$30 



American Civil War II 

$30 

$30 

$30 



American Civil War III 

$30 

$30 

$30 



Halls of Montezuma 

$30 

$30 

$34 


$34 

MacArthur's War 

$30 

$30 




Panzer Battles 

$30 

$30 

$30 


. 

Reach for the Stars 

$30 

$30 

$34 


$34 

Rommel's Battles 

$30 

$30 

$30 



Russia, the Great War 

$30 

$30 




Gold of the Americas 



$30 

$34 

$30 

Fire King 


$24 

$30 



Microprose: 

Railroad Tycoon 



$42 



Silent Service II 



$42 



Sword of the Samaurai 



$40 



M1 Tank Platoon 



$50 



F-15 Strike Eagle II 



$40 



Red Storm Rising 


$34 

$40 

$34 

$40 

F-19 Stealth Fighter 


$34 

$50 



Airborne Ranger 


$30 

$34 



Pirates 

$34 

$34 

$34 

$34 

$34 

Gunship 


$30 

$40 

$40 

$40 

Medalist: 

Carrier Command 



$34 



Dr. Doom’s Revenge 


$28 

$28 

$34 

$30 

Eliminator 


$24 


$28 

$28 

Exolon 


$24 


$28 

$28 

Guardians of Infinity 



$34 



Savage 


$24 

$26 

$28 

$28 

Starglider II 



$34 



The X-Men 


$26 

$30 



3-D Pool 


$24 


$28 

$28 

Xenphobe 

. 

$24 

$28 


$30 

The Magic Candle 

$36 

$30 

$36 



The Keys to Maramon 



$36 



Destroyer Escort 


$30 





GAME SCLECTION 

APPLE 

C64 

IBM 

ATARI AMIGA 

Electronic Arts: 

Bard’s Tate II 

$20 

$20 

$24 


$42 

Bard's Tale III 

$36 

$30 

$30 



F/16 Combat Pilot 


$27 

$36 

$36 

$36 

F/A-18 Interceptor 





$36 

Populous 



$36 

$36 

$36 

Powerdrome 



$30 

$30 

$30 

Starflight 


$30 

$20 

$36 

$36 

Yeager’s Advanced Flight 



$24 

$30 

$30 

688 Attack Sub 



$40 


$36 

Budokan 



$36 


$30 

Centurian Defender Rome 



$36 



Legacy of the Ancients 



$24 



LHX Attack Chopper 



$44 



CInemaware: 

Star Saga One 

$36 


$36 



Star Saga Two 



$36 



Brain Blaster 



$30 

$30 

$30 

Deathbringer 


$24 


$30 

$30 

It Came From the Desert 



$36 

$36 


Rocket Ranger 


$24 

$30 

$36 

$36 

The Kristal 



$36 


$36 

Three Sixty: 

Dark Castle 


$26 

$30 

$34 

$34 

Warlock 


$24 


$26 

$26 

Harpoon 



$42 



Harpoon Battle Set 2 



$24 



Harpoon Scenario Edition 



$30 



Sands of Fire 

- 


$32 



Thud Ridge 


$26 

$30 



New World Computing: 

King’s Bounty 

$30 





Might and Magic 11 

$36 

$30 

$36 


$42 

Nuclear War 



$36 


$36 

MIndscape: 

Action Fighter 


$20 

$24 

$30 

$30 

After Burner 


$27 

$30 

$36 

$36 

Alien Syndrome 


$24 

$24 

$30 

$30 

Balance of Power 1990 Ed. 



$36 

$36 

$36 

Harley Davidson 



$30 

$36 

$36 

Loopz 


$24 

$30 

$36 

$36 

Out Run 


$27 

$30 

$30 

$36 

Shinobi 


$27 

$30 

$36 

$36 

Space Harrier 


$24 

$30 

$36 

$36 

Star Trek V 



$36 


$36 

Thunder Blade 


$27 

$30 

$36 

$36 

Lucssfilm: 

Battlehawks 1942 



$36 

$36 

$36 

Loom 



$42 

$42 

$42 

Their Finest Hour 



$42 

$42 

$42 

Ind. Jones Last Crusade: 
Action Game 


$24 

$30 

$30 

$30 

Graphic Adventure 



$36 

$36 

$36 

Simulations Canada: 

Barbarossa-Stalingrad 

- 


$45 

$45 

$45 

Malta Storm 

- 


$45 

$45 

$45 

Central Germany 

$45 


$45 

$45 

$45 


GAME SELECTION 

APPLE 

C64 

IBM 

ATARI AMIGA 

Simulations Canada cont. 






Kriegsmarine 



$45 

$45 


Northern Fleet 

$45 


$45 

$45 


Grand Fleet 



$45 

$45 


Rommel at El Alamein 

$45 


$45 

$45 


In Harm’s Way 

$45 

$45 

$45 

$45 


Moscow Campaign 

$45 


$45 

$45 


Long Lance 

$45 

$45 

$45 

$45 


To the Rhine 

$45 


$45 

$45 


Rommel at Gazala 

$45 


$45 

$45 


Stalingrad Campaign 

$45 

$45 

$45 

$45 


Kursk Campaign 

$45 


$45 

$45 


Operation Overlord 

$45 


$45 

$45 


Seventh Fleet 

$45 

$45 

$45 

$45 


Golan Front 

$45 

$45 

$45 

$45 


Battle of the Atlantic 

$45 


$45 

$45 


Sieg in Afrika 

$45 

$45 




Fifth Eskadra 

$45 

$45 

$45 

$45 


Fall Gelb 

$45 

$45 

$45 

$45 


Grey Skies 

$45 

$45 

$45 

$45 


CLASSICS AT SPECIALLY REDUCED PRICES 


GAME SELECTION 

APPLE 

C64 

IBM 

ATARI AMIGA 


Eternal Dagger 

$12 

$12 




Wizard’s Crown 

$12 

$12 

$12 

$12 


President Elect 

$12 

$12 

$12 

$12 


Roadwar 200 

$12 

$12 

$12 

$12 


Roadwar Europa 

$12 


$12 



B-24 

$12 

$12 

$12 



Shiloh: Grant's Trial 

$12 

$12 

$16 



Warship 

$12 

$12 

$16 

$12 


Kampfgruppe Scenario 

$12 

$12 

$12 



Rebel Charge 

$16 

$16 

$16 


$16 

Sons of Liberty 

$16 

$16 

$16 



USAAF 

$16 

$16 




Wargame Construction 


$16 

$16 

$16 


Questron 11 

$16 

$16 

$16 

$16 

$16 

Phantasie III 


$16 


$16 

$16 

Demon’s Winter 

$16 

$16 

$16 

$16 

$16 

Star Command 



$16 

$16 

$16 

Stellar Crusade 



$16 

$16 

$16 

Panzer Strike 

$16 

$16 




Silent Service 1 

$20 

$20 

$20 

$20 

$20 

F-15 Strike Eagle 1 

$20 

$20 

$20 

$20 


Bard’s Tale 1 

$15 

$15 

$15 

$18 

$18 

Might and Magic 1 

$20 

$20 

$20 



Legacy of Ancients 

$15 

$15 




Marble Madness 

$15 

$15 

$15 

$18 

$18 

PHM Pegasus 

$15 

$15 

$15 



Strike Fleet 

$15 

$15 

$15 



Wasteland 

$15 

$15 

$15 



Music Construction Set 

$15 

$15 

$15 

$18 


Demon Stalkers 


$15 

$15 



Patton vs Rommel 


$15 

$15 



Skyfox II 


$15 

$15 


$18 

Zany Golf 



$15 

$18 

$18 

Modem Wars 


$15 




Skate or Die 


$15 

$15 



World Tour Golf 


$15 

$15 


$18 

Maniac Mansion 

$16 

$16 

$16 

$16 

$16 

Pipe Dream 

$20 

$20 

$20 

$20 

$20 

Zac McKracken 


$16 

$16 

$16 

$16 


NOVASTAR GAME CO. • P.O. BOX 1813 • ROCKLIN, CA 95677 • (916) 624-7113 • 1-800-352-2225 

We accept personal checks or money order. Call or write for full line of available games. Please specify alter- 
native games for Simulations Canada board and Classic games due to limited quantities. US/Canada customers 
add $3 shipping. Overseas customers add 10% shipping. California residents add 7% sales tax. Please remit 
order In US Dollars. 
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Review 


Crime and Punishment 


Paragon Software's The Punisher 

by Charles Ardai 



T here are two New Yorks. 
One of them is a lot bigger, 
nastier, and more colorful 
than the other. One is the New 
York of the movies, of television 
cop shows, of Andrew Vachss 
novels, and of comic books like 
The Punisher. The other is the 
place 1 live. I’m not going to say 
which is which. At least, not right 
away. 


Not too long ago, I spent a night 
lurking in some of the darker door- 
ways of Times Square. Around 
midnight, I saw a man get 
mugged at the point of a butterfly 
knife. 1 didn’t do anything but 
watch. The man didn’t get knifed. Neither did 1. The mugger got 
away with it and I’m absolutely certain he has committed the 
same crime since, probably many times. If he hasn’t knifed 
anyone yet, eventually he will. That’s New York. 


men and women on the streets in the Bowery. 
The things the Punisher does are stupid, even in- 
sane— they would accomplish nothing in the real 
world other than to get Frank Castle killed, and 
quickly at that. Still, the idea, the fantasy, is an 
extremely attractive one. 


For real New Yorkers dealing with an all-too- 
real "unprecedented orgy of crime" (as the game’s manual puts 
it). The Punisher scratches some major itches. So, I predict 
strong sales of The Punisher in urban areas around the country, 
for reasons of catharsis alone. 


TITLE: 

The Punisher 

SYSTEMS: 

IBM 

PRICE: 

$39.95 

DESIGNERS: 

Andy Mill«’, Glenn Dill, 


Ann Gruss, and Mark ^remet 

PUBLISHER: 

Paragon Software 


Greensburg, PA 


Yesterday morning, just after dawn, 1 walked down by the 
Bowery. There were bodies sprawled on the sidewalks and in the 
street like your worst nightmare of an urban battlefield. The air 
was heavy with the stink of evaporated alcohol and hazy with a 
mix of marijuana smoke and pollution. There were old men with 
grey beards and wrinkled fingers in the gutters, riding the hard 
drugs in their veins, wincing behind closed eyes. Some of them 
never woke up, 1 expect. That’s New York, too. 

Then, today, 1 booted up The Punisher, Paragon Software’s 
computer game riff on characters and themes from the much-in- 
demand Marvel comic book (now a major motion picture, they 
tell me). In the game, I wore the gloves, boots, and ammo belt of 
a self-styled uber-vigilante named Frank Castle, whose mission in 
life (ever since the brutal murder of his family at Mob hands) is 
to rid New York of its criminal element. From a safe seat fifteen 
stories above the street, I iced drug dealers with relish, raced 
through the best and worst of New York neighborhoods, traced 
the drug scourge to its source and faced off with the kingpin him- 
self, a huge juggernaut of a man— part Sydney Greenstreet, part 
Satan— appropriately named ’The Kingpin.’ 

When I left the computer, I felt good. Why? Because The 
Punisher is wish-fulfillment of the highest order, a Death Wish 
revenge fantasy mixed with an honest cry from the gut for jus- 
tice. Here, in the Punisher’s character, is a man who doesn’t have 
to shrink into doorways rather than confront criminals. Here is a 
man who is doing something to change the conditions that put 


The real question, however, is whether the game will have 
much to say to people who do not have their own Punisher com- 
plexes implanted in them by their environments. In other words, 
the question is not only "Will it play in Peoria?", but "Will it play 
anywhere outside Manhattan?" The answer is a qualified "yes." 

Not only is there no one so isolated as to be entirely untouched 
by crime and not only does the wide appeai of The Punisher 
comic books promise a similar appeal for the game, but 
Paragon Software has wisely crafted its product in such a way 
as to attract the widest possible audience. 

For players who like top-down, combat-heavy RPQ’s, there’s 
some of that. For players stuck in an arcade-action mode, there 
are first-person car chases and side-view underwater battles. For 
comic fans there are comic book-style narrative panels to intro- 
duce key points in the story. 

For sensuaiists. Paragon offers reaily fine animation and 
digitized sound. For strategists, there are "macrogoals" (getting 
to the Kingpin, maintaining good relations with the police, keep- 
ing the battle van in good shape, etc.) which sometimes dictate 
sacrifices in individual action sequences. 

For die-hard gamers. Paragon has an eight-dollar "Eternity 
Disk" containing fifty extra missions and a do-it-yourself construc- 
tion kit. There’s something for everyone, all presented with con- 
summate skill and agreeable flair. (Such touches as the freedom 
to drive up on sidewalks and make on-a-dime G-turns show the 
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designers’ commitment to creating a comic book level of excite- 
ment.) 

So, why do I say a "qualified" yes? Because for all the excel- 
lence of the design, the game feels rough-hewn. Controls, espe- 
cially, show insufficient forethought. Generally good graphics are 
occasionally wretched. The anti-piracy gambit is the most annoy- 
ing one 1 have yet encountered. Worst of ail, the product still 
seems to have bugs in it, not to mention errors of fact. (For in- 
stance, Carl Potts is credited prominently as the "creator of The 
Punishef', when devotees know that the credit should go to 
Gerry Conway and Ross Andm, who created the character in 
issue #129 of Spider-Man.) 

To take these in order: 

Control Freaks: There are three types of action sequences, as 
described above. The underwater battles only take place when 
the Punisher has to track criminals down on the fringes of Man- 
hattan— in other words, infrequently. The action is enjoyable, if 
rudimentary. One swims until the computer decides one has 
swum far enough, dispatching villains along the way with a big 
knife. 

The problems crop up in the car chases (getting to the scene 
of a crime) and the top-down (carrying out a mission) segments. 
In the former, one has to get out of driving mode in order to use 
the van’s weapons, then select from among the three weapons 
(guns, grenades, and smokescreen), and then fire. This three- 
step process takes a lot of getting used to and never really be- 
comes natural. Too often, one ends up with a smokescreen when 
one wants a grenade, or vice versa. 

Similarly, there is a segmented combat process outside the 
van: one selects a weapon from inventory, loads it (as neces- 
sary), and fires/uses it. Too often, a player will forget which 
weapons he has and whether they are loaded, and the middle of 
a gun battle is no time to be checking one’s inventory. Paragon 
recommends "Jotting down key data," but this is hardly a solution 
since the data in this game changes so quickly. 

The problem is complicated when the Furnisher has to use a dis- 
guise to enter a hood’s lair— then the player must remember to 
drop the disguise before trying to fire a weapon, since it won’t 
work otherwise. 

Movement is relatively smooth and, all in all, the sequences are 
enjoyable— it’s just that the controls never become transparent. A 
less cumbersome combat process would have made the dif- 
ference between a game that one wants to make excuses for and 
a game that one could recommend without reservation. 

Graphic Violence: One has a similar resistance to recommend- 
ing the game on the basis of its graphics. After a gorgeous (if 
oddly colored) opening sequence, the game’s images are general- 
ly undistinguished. Buildings speeding by look like buildings; little 
effort has been made to make New York’s landmarks stand out. 
Character animation is excellent in the underwater sequences, 
but the environment is completely bland. The top-down graphics 
in the mission segments are off-the-rack stuff— attractive, but im- 
itative of any number of RPG’s. 

What will bother Punisher fans the most, however, is the 
violence that has been done to their hero. Frank Castle is often 
shown in the comics to have a certain madness about him, but 
the game takes unjustified liberties, painting him at times as a 
wide-eyed, grinning goon; a cartoony, trigger-happy nut; and a 
brooding, neckless Schwarzenegger. The Kingpin comes off even 
worse, when we finally meet him; a comic artist I lent the game 
to (who, understandably, asked to remain nameless) commented 


that he couldn’t even have recognized this most famous of Mar- 
vel villains from his full-screen portrait, were it not for the charac- 
ter’s giveaway baldness. The game’s package art is incredible. 

Fair warning: it goes downhill from there. 

Piracy, Errors, and Bugs: Before the game starts, players are 
asked to input a randomly selected word from the Player’s 
Manual or the Technical Supplement— nothing too unusual these 
days, though since both documents are printed in black-on-white 
text (and therefore offer no obstacle to photocopying) the value 
of this annoyance is questionable. The real problem, however, is 
that the nature of the layouts makes the computer’s instmctions 
ambiguous. "Word 4, Page 16, Line 20"? Possibilities include: 

’can,’ ’be,’ ’he,’ and ’smoke,’ depending on where you start count- 
ing. One has to be prepared to reboot several times before being 
allowed into the game, which is quite an indignity for legitimate 
buyers and only a trivial nuisance for pirates. Paragon should 
have been able to come up with something that penalizes pirates > 
more than paying customers, 1 think. 

Then, too, there are the occasional annoying errors: in my New 
York City (for instance) the numbering of buildings starts at Fifth 
Avenue, not at the East River (hence, the distinction between an 
"East Side" and a "West Side." The game wants to retain this dis- 
tinction, but numbers its buildings straight across from First 
Avenue to Twelfth. New Yorkers will have to re-learn their geog- 
raphy to play this game, and non-New Yorkers will if they ever in- 
tend to visit the real thing. (Though playing this game would cer- 
tainly not be approved by New York’s Bureau of Tourism.) 

Most annoying of all are what appear to be genuine, honest-to- 
gosh bugs. My first copy of the game froze my keyboard as soon 
as I got to the main menu screen. My second gave me a hard 
time with disk swaps, insisting that I hadn’t yet inserted Disk B 
when, in fact, 1 had. My artist friend tells me that his keyboard 
froze in the middle of a game, to the point that though he could 
aim his guns, he could not fire. Some of this I expect can be 
blamed on my hand-built-from-spare-parts system, but just how 
much I’m not sure. 

Regarding all of the above, then: fair warning. 

Still and All 

All things considered, comic-based computer games have not 
fared very well. Consider, for example, the various Superman ac- 
tion games that have come out over the years, not to mention 
the miserable adventure-game versions of The Incredible Hulk 
and Spider-Man. There seems to be a difficulty in translating the 
graphic narrative form to the computer screen: one either ends 
up with shallow arcade action or dry, plodding "interactive fic- 
tion"— or, worse still, some wilting hybrid that fails on both scores. 

The Punisher is the first such hybrid that succeeds, and, as 
such, is the best comic-based game currently available. It 
sacrifices a good deal of the original’s moral complexity, though 
not all, and something in the way of depth of plot, but it still 
provides a fast-paced and refreshing entertainment. I will be very 
surprised if the forthcoming movie is any more successful at 
recreating the world of the Furnisher than the game is, or if it is 
any more enjoyable. 

Paragon Software has successfully captured the spirit and in- 
tent of The Punisher comic book, a difficult task for which they 
deserve high praise. Those problems that the software exhibits 
are all the sort that could easily be corrected should strong sales 
make the release of an updated version feasible. 

The Punisher 2.0, anyone? CQW 
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NAVAL SURFACE 
COMBAT TACTICAL 
SIMULATION 
1922-1945 


ACTION STA TIONS! Is a high- 

fidelity simulation of naval surface tactical combat 
between 1 922-1 945. Battleships, cruisers, destroyers, shore batteries, 
merchant vessels (over 1 80 ship classes!) engage in fierce, authentically-detailed 
naval actions in the Pacific, Atlantic and Mediterranean. 


THIS IS NOT A TOY! This is the type of simulation professional naval 

officers used at the Naval War College for training and analysis of naval tactics 
and policy. 4 disks and a 160 page manual and 30 scenarios provide you with a 
comprehensive treatment of War At Sea. 


Announcing Version 3.0! 


FEATURES: 

• EASY TO PLAY — An effortless menu system allows you complete control of 
your forces. 

• SIMPLE OR SOPHISTICATED — Take full command, or delegate to "computer 
subordinates" 

• AUTHENTIC SCROLLING BATTLE PLOT tracks your forces and enemy units. 
What you would expect in a ship's Combat Information Center. 

A WILY. CUNNISG COMPUTER OPPONENT. OR 
PLA Y A FRIEND. 7 LEVELS OF DIFFICUL TV, 

• 21 DISPLAYS/STATUS BOARDS — Clear, instant access to information on 
individual units and your entire fleet. 

• DETAILED, THOROUGH TREATMENT of smoke, starshells, flares, searchlights, 
radar, shore batteries, stack gasses, aircraft recce and spotting, burning oil slicks, 
capsized hulks, weather, MORE! 

• ACCURATE "DETECT TO ENGAGE" SEQUENCING for gunnery. Local control 
or by gun director, manual or automatic. 

• TORPEDO EIRE CONTROL COMPUTER — Authentic "torpedo spreads", 
tracked to less than a yard, 

COMMAND SHIPS INDIVIDUALLY OR l\ FORMATIONS. 

• SHIPS ARE MODELED EXHAUSTIVELY — 42 hit zones, 1 4 armor locations, list 
and stability, counterflooding, fires, breakdowns and repairs, damage control, 
engineering capabilities, flooded or exploding magazines, much, much more. 

4 MISSION TYPES: STRIKE. BATTLE. ESCORT. RAID 

• BUILD SCENARIO capability to make your own scenarios. GENERATE 
SCENARIO program allows you to direct the computer to create an infinite 
number of new situations! Plus a SAVE CAME feature to store games in progress. 

• SHIP CLASSES — Super battleships to PT Boats! U.S., German, British, Italian, 
Japanese, French, Dutch, and Russian fleet units. Many "design only" classes — 
the German H-44, Japanese Kii, American IV-2 and Montana, much more. 


Nominated Computer Gaming 
World Wargame of the Year! 

"...unparalleled in today's market. The play value is superb." 

-Computer Gaming World 

"...players who seek true authentidty will treasure it as 
a masterpiete." -Game Player's PC Strategy Guide 


5-1/4", CGA, DOS 2.1+, 640K, 4 Disks, 160 pg manual, 30 scenarios, 180+ ship classes. Not copy protected. 
$49.95 (tax, shipping, handling included) 
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Stormovik Over Europe 

(Continued from page 62) 


Stormouik is billed as using 3D polygon graphics with up to 
256 colors. The disappointing truth is that this is only exploited 
in the introductory screens and cockpit; all external views are, at 
most, 16 color. The 16 colors are from the 256-color palette on 
VGA systems, but the out-of-cockpit view and all external views 
are virtually indistinguishable from those of the EGA mode. [Ed: 
Designer Paul Grace noted that Stormovik does not use 
gradient-fllled skies (i.e. the game has a one-color sky) and 
stated that they decided against gradient-fiiied skies as a 
trade-off for a faster frame-rate. If the sky is gradient-fiiied and 
the horizon banks during flight, the mathematics require addi- 
tionai caicuiations for each variation in coior. Thus, it siows 
down the simuiated air speed of the vehicie. It is obvious that 
this can be a probiem for those who absoiutely must have 
the best of ail possible graphics, but Paul felt that frame rate 
was more important than sky color in terms of playabiiity.] 

Another shortfall is in the design of the cockpit. A great deal of 
shading is used to give the interior of the cockpit a slick 3D look; 
however, the detail of the lights and gauges were sacrificed for 
this look. The numbers on the gauges are almost unreadable 
and the indicator lights and waypoint selector have no markings. 
Maybe the designers felt that English alphabet markings on the 
gauges and indicators would have diminished the feel of the 
game. In fact, the lack of identifiable markings on the gauges 
and indicators actually impairs game play. Even the pseudo-Cyril- 
lic script of the Russian sub in 688 Attack Sub, another Paul 
Grace design, would have been better than no markings at all. 

In Stormovik, the player does not encounter the wide disperse- 
ment of enemies that populated the battlefield in LHX Attack 
Chopper. Rather, there are strong, dense pockets of resistance 
to contend with. Often during a flight the player gets the sense 
that the terrorists are far more numerous and better armed than 
expected. In fact, one aspect of the game that is unnerving is the 
presence of F-117 Stealth Fighters. These planes do not appear 
on your radar and you will not know that they are there until it is 
too late. One of the missions in 1992 actually involves tracking 
down and destroying two F-117’s visually with the player only 
knowing their point of origin and approximate destination. 

In flying the S(J-25, the player does sense that he is not flying a 
small plane. Controls are not as quick or responsive as the small 
jets some desktop pilots may have earned their wings flying. Fur- 
ther, the player will find that landings are far too easy, even at 
the highest levels and ranks. This reviewer once brought a plane 
in at too steep a descent and bounced it off the mnway. The 
game still regarded the plane as having been landed un- 
damaged. Believe it or not, this occurred even at the highest 
rank with "easy landings" disabled. 

It is apparent that Stormovik is a direct descendant of LHX At- 
tack Chopper. Unfortunately, "recycled" may be a better term for 
describing Stormovik's relationship to LHX. There seems to be 
too much old and not enough new material in this game. If Stor- 
movik is to succeed it must differentiate itself from the simula- 
tion market and seek out its place among the action games. This 
program is not a simulation. Right simulation fans should be cau- 
tioned against purchasing this program. However, all fans of LHX 
Attack Chopper will feel right at home in the cockpit of the SU- 
25. Deficiencies aside, this writer found it strangely appealing to 
roam the skies over Germany, hunting down and destroying 
both NATO and Warsaw Pact hardware. CGW 
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T he Harlem Globetrotters bring their brand of high-speed action to the court 
on your computer. With all the finesse you'd expect from top professionals, 
plus famous trick passes like the heel kick and incredible trick shots like the full- 
court hook - you've got basketball game play like you've never seen it before. 

So, if you're looking for a nice game, then buy just any old basketball game. But if 
you're looking for the ultimate challenge, then get Harlem Globetrotters Basketball! 
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strategy 



"Blimey, it’s hot. Bad 
enough the sun’s got 
us, much less the 
whole bloody Luftwaffe 
wantin’ to play tag." 

"Now don’t cause a 
fuss. There’s nothing 
we can do about 
either. Be glad it's a bit 
slower today and 
we’ve got time to use 
the W.C between missions for 
a change." 

"It’s when you canna’ use it 
that you’ll be most needin’ a 
change, laddie." 

The laughter died down as 
Major Hawkins trudged across 
the field to the aerodrome with 
a tired but measured tread. His 
grim expression and fatigue 
sobered the other pilots. 

"The Major’s looking shagged. 

What’s his secret, you know? 

’Ow’d he get all them kills, eh? 

That’s what I want to know." 

Playing the RAF 

Playing the Royal Air Force 
(RAF) in LucasFilm’s Their 
Finest Hour is fighter combat at 
its purest. RAF Fighter Com- 
mand isn’t concerned with any- 
thing on the ground. The chal- 
lenge comes in learning to deal 
with the idiosyncrasies of the 
seven kinds of Luftwaffe aircraft 
that come flying oyer the channel. 

The goal of the RAF in cam- 
paign mode is to survive the 
Luftwaffe onslaught. If the Fighter 
Command, the fighters and their 
airfields survive, then the Ger- 
mans won’t invade Britain. For the player 
as RAF Commander to survive, one 
must not only have to shoot down 
Luftwaffe planes, but also keep the RAF 
aloft while spoiling Luftwaffe bombing 
runs. 

Tip One 

Luftwaffe bombers are hurt most easily 
by diving attacks head-on and to their 
sides. The Luftwaffe will approach the tar- 
get from several directions and at several 
altitudes, so to get the most oppor- 
tunities for head-on and side attacks, 
stay in the immediate target area until 
the last wave has come. Use the in-flight 
map to keep track of who’s coming and 
who’s going. If there is a momentary lull 
in the melee, use half inside and half out- 
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away, and all the while 
its bombs were being 
dropped! One can al- 
most hear the captain of 
that doomed Luftwaffe 
craft speaking to his 
veteran crew: 

"Achtung, leute. Der 
bad news iss ve are 
going down. Ze Fuhrer 
expects each of you to 
take der 5001b bomben 
mit you as you bail. Ze good 
news iss you vill die glorious 
heroes of ze Reich. Sieg heil!" 

Tip Three 

Don’t be tempted to fire at long 
range. Those Luftwaffe level bom- 
bers are big planes, and the 
natural tendency is for one to 
shoot them while they are still 
out of range because they start 
filling up so much of the screen 
compared to fighters. Resist the 
temptation and get in close 
before opening fire! Rule of 
thumb: never start shooting 
before the enemy plane does. 
They always open up at the 
longest possible effective range, 
so by shooting first it’s almost cer- 
tain that the target isn’t close 
enough yet. 

Tip Three-and-a-half 

Save your ammo because there 
are a lot of targets out there in a 
melee and it takes a lot of lead 
to bring down the level bombers. 
The way to save ammo is to get 
in close before shooting. Since 
British fighters fire "harmonized" 
bullets, whenever attacking close 
in they impact the same point on 
an enemy plane and do lots of damage. 
Remember, get in close, then shoot! 

Tip Four 

Turn tight, because that is the speciality 
of British fighters. Tip the wings to verti- 
cal, pull back on the joystick and scream 
through those 360 degree turns in 
seconds flat. Tight turns are guaranteed 
to shake off any Luftwaffe pursuer, but 
when seeing bullets whizzing by from be- 
hind, be sure to turn away from them 
and not into them! 

Tip Five 

Dare to slow down because RAF planes 
are faster than most Luftwaffe planes and 
can turn "inside" (tighter than) all of 

(Continued on page 114) 
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side loops to climb to 10,000 feet so as 
to be ready to dive down again. 

Tip Two 

Incoming bombers are easy to ap- 
proach and, if disturbed sufficiently by at- 
tack, they will drop their bombs before 
they get to their targets or, if they do 
drop on target, have a higher percentage 
of misses. Be sure to concentrate on in- 
coming bombers. Once a bomber drops 
his payload, drop it as a target and find a 
fresh, incoming one. Don’t be too 
tempted to finish off wounded bombers 
until after all the incoming targets have 
been properly harassed. 

This is a difficult art to master. On one 
occasion, this reviewer saw a bomber 
crew bailing out, its rear gunner still firing 


Hammering Herman 


Seven Swords Straight to the Heart 
of the Luftwaffe in Their Finest Hour 

by Roger White 



Carl Lewis' Go for the 

Gold is the ultimate com- 

puter challenge of skill and coor- 

dination. Compete in the Decathlon 

against Carl Lewis-the six time Olympic Gold 

medalist-or you can be Carl Lewis and try to live up to 

his world renowned reputation. 

So, if you think that you're up to it; give it a try- 
Carl Lewis' Go for the Gold. It's guaranteed to 
get your adrenaline pumping. 


Screens shown are from the IBM version 
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Coach All 28 Real-Life Pro Teams with APBA Football 

It's true. You can coach every one of the 28 pro teams with your computer! The game includes 37 players for each team — a staggering 1 ,036 in 
all. This software is based on the time-tested APBA Pro League Football board game, a game football fans have been playing since 1958. 

As coach, you make just about all the decisions a real pro coach makes. On offense, you pick the unit you want on the field and call the play. On 
defense, you choose your alignment and decide which back or receiver you will key on or double cover. APBA contains standard default units, both 
offensive and defensive, and also provides for automatic substitution so that you don’t need to slow the game down to make personnel changes. But 
you can override the program’s decision any time you want to designate a replacement yourself. 
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WIDE RANGE OF 
CALLS & RESULTS 

• audibles 

• end arounds 

• bootlegs 

• halfback passes 

• quick kicks 

• fake kicks 

• free kicks 
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• ejections 


You can’t always control your team as completely as you might like. Your quarterback may not see an open man on the pass play you called and wind 
up scrambling with the ball. Or he could be buried by the defense before he has a chance to throw. Once in a while he will ignore or fail to understand 
the play you sent in and will run something else. You’ll have the same thrills and the same headaches as a real pro coach. 

YOU DON’T EVEN HAVE TO COACH IF YOU’D RATHER NOT. YOU CAN PLAY APBA FOOTBALL THREE WAYS: TWO HUMAN COACHES, 
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COACHING REAL PRO PLAYERS! 


You’ll see detailed play descriptions, capturing the flow and the feel of real pro action, as each play unfolds. When a particularly exciting one comes 
up, you can use the “instant replay’’ feature. You can keep comprehensive statistics for your season with the game’s stats compiler. You can call a halt 
in mid-game and pick up the action later on. You can play a robot-coached game at the “Magic Message Speed’’ in as little as 20 seconds, depending 
on the speed of your machine. 
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Bomber, Man 

Targeting Accolade's Strike Aces 

by Lt. H. E. Dille 



Title: 

Strike Aces: International Bombing Competition 

Systems: 

IBM, Amiga, C-64/128 

Price(s): 

$49.95 except C-64/128 ($39.95) 

Designers: 

Andy Craven, Ciaran Cultnieks, Ian Martin (Vektor Crafix) 

Publisher: 

Accolade 


San jose, CA 



he aviation simuiation market is more crowded than the 
holding pattern at New York’s JFK International Airport on 
Christmas Eve day. As such, new arrivals must jockey for 
position from the time they are first conceived or face domina- 
tion by the accepted "classics" of the genre. To be successful in 
this endeavor, these products must be innovative in concept or 
design, and offer new features or improved graphics. Strike Aces 
incorporates the first principle quite well, particularly in terms of 
diversity. Players may pilot one of six aircraft types against up to 
seven different "enemy" airframes. Additionally, the non-violent 
premise of an international bombing competition will appeal to 
some players, despite the fact that destruction still occurs on- 
screen. (The manual disclaimer states that this is so players 
could "see what would have happened if it had been real".) The 
program is less successful, however, in terms of mechanical or 
graphic improvement over prior releases. 

Pre-Flight Briefing 

When a player pilot is first ready to begin, he will have the op>- 
tion of choosing which aircraft to fly from the following list: F-4E, 
F-15E, F-1 1 IF, MiG-27 Rogger-D, Panavia Tornado IDS (RAF 
and Luftwaffe) and the Saab AJ37 Viggen (Royal Swedish Air 
Force). There are both two-dimensional and three-dimensional 
representations of each aircraft in the selection process. The 2-D 
screens are beautifully detailed bit-map renditions of each aircraft 
profile, while the 3-D display gives a rotating cinema shot of the 
aircraft (using polygon graphics) taxiing down a runway and 
taking off. 

Once an aircraft is selected for that pilot, he is unable to fly any 
other aircraft, regardless of mission. All of the other aircraft types 
may still be flown, but each must have its own specific pilot. This 
precludes players from making their character’s pilot into a 


"Super Jet Jock," capable of flying anything faster than the 
speed of sound. This restriction, which may seem unnecessary to 
some players, is both realistic and important to the balance of 
the overall game. This is because in order to progress to the title 
of Strike Ace, players must complete sixteen missions in linear 
order. Some missions are "easier" for some aircraft types than 
others, and vice versa. As such, restricting pilots to one aircraft 
balances the campaign, regardless of the type of aircraft flown. 

Prior to each mission, players select the aggressor force they 
will face from the following list: F-14, F-16, F-5E Tiger II, Mirage 
2000, MiG-29, MiG-31 and Su-27 Flanker. Although players may 
determine the ordinance mix for their aircraft, they are unable to 
interface with aggressor aircraft in any way other than through 
their HUD (Heads Up Display) during an engagement. Under- 
standing the strengths and weaknesses of both friendly and ag- 
gressor aircraft will allow players some degree of control over the 
difficulty of each scenario. As an example, if one is flying an F- 
15E against a Su-27, things will be a lot easier than when facing 
opposition from a MiG-31, it is important to remember, however, 
that there are no bonus rounds for shooting down the enemy 
CAP exclusive of mission accomplishment. Ideally, one should 
strive to get to the target without engagement, accomplish the 
mission and return home to use the aircraft another day. Unfor- 
tunately (or fortunately, depending on your point of view), this is 
difficult to do. Players will find it difficult to get to the drop point 
without being "bounced" by the enemy fighters. 

Intelligence Report 

Before any "Hot Stick" enters the actual competition, it is a 
good idea to spend some time in the "free flight" portion of the 
program. The Mt. Rushmore scenario is cute, and begins by hur- 
tling the player on a collision course with the famous four faces. 
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Computer Gaming World 




Issues 


Whether you are Into the history of computer gaming, 
huilding a definitive library of computer game informa- 
tion, or Just want to read the most thoughtful reviews 
In the Industry, CGW back Issues are THE RESOURCE 


#30 - American Dream Review; Phantasie II; Industry Survey; Kobayashi 
Alternative Revisited; Orbiter and Flight Simulator for Mac; Silent Service 
for Atari; Championship Basketball; and more! 

#31 - Wizard’s Crown; Trinity Playing Tips; Operation Keystone; 
Habitat/Quantumlink; Baseball stat programs; Grand Slam; Race Car 
Simulator; Amiga graphics/music/video programs; APBA Baseball; Spin 
Out; World Karate; and more! 

#32 - Interview with Alan Miller; Interview with Brian Moriarty; Lords of 
Conquest review and strategy notes; Alternate Reality; Battlefront; A Mind 
Forever Voyaging playing tips; Chessmaster 2000; Rommel-Battles For 
Tobruk; Bronze Dragon; and more! 

#33 - Leather Goddesses of Phobos Hints; Computer Gaming, The Year 
in Review; GettysburgThe Turning Point; Shard of Spring; Interview with 
Chris Crawford (Ptl); DragonFire II; and more! 

#34 - MoonMist Hints; Robot Rascals; Defender of the Crown; Iwo 
Jima/Falklands; Amnesia; Adventure Game Conference; Warship; Inter- 
view with Chris Crawford (Pt2); Major Motion; 1985-1986 INDEX; and 
more! 

#35 - COMPUTERS IN FUGHT ISSUE: The SUte of the Industry, 

CES Report; Gunship; Gemstone Healer Hints; 50 Mission Crush Stories; 
Space M+A+X; Star Trek: PYom. Prophecy; Starflight; Interview with 
Doug Crockford; Blue Powder, Grey Smoke; Patton vs Rommel; Strategic 
Conquest Plus; and more! 

#36 - BASEBALL FEVER ISSUE: Baseball Game Survey; Epyx Com- 
pany Report; War In The South Pacific; Hollywood Hijinx Hints; Might & 
Magic; Sailing Programs; History of Bruce Artwick’s Flight Simulator; In- 
terview with Earl Weaver; Play-By-Mail Games; Ogre, and more! 

#37 - WORLD WAR II ISSUE: Survey of WWII Computer Wargames; 
The Future of Computer Wargaming (1988-1992); Killed Until Dead; 
Realms of Darkness; Stalingrad Campaign; WWII Tactical Wargames Com- 
pared; Full Count Baseball; Electronic Arts Company Report; Wrath of 
Denethenor; Portal; Warship Scenarios, and more! 

#38 - FANTASY/ADVENTURE ISSUE: Bard's Tale II: S.D.I.; 

Bureaucracy Tips; Sub Battle Simulator; King’s Quest III; Computer Role- 
Piaying Games (An Editoriai by Scorpia); Battlecruiser; Accolade’s 
Comics; Activision Company Report; Sinbad & Throne of Falcon; Inter- 
view with Jon Freeman and Ann Westfall; Where in the USA is Carman 
Sandiego; and more! 

#39 - GAME DESIGN ISSUE: Game Development at Broderbund; Phan- 
tasie III; Euclid vs. Patton (Field Algorithms); Dragon Side II Review; Irv 
dustry Report from C.E,S.; PHM Pegasus; Goodbye "G" Rated Computer 
Games; Theatre Europe; B-24 Notes; Designer Play Tips on Defender of 
the Crown; Infocom Company Report; Uninvited reviewed; The Sentry; 

Zen & the Art of Game Design; and more! 

#40 - WARGAMING ISSUE: SSG’s Russia (The Great War...); Ultima V 
and Wizardry fV (Comparative Overview); SimCan’s Rommel At 
Gazala; Lurking Horror Tips; E.O.S.; Guderian; Rebel Charge at Chick- 
amauga; The Best Educational Games of 1987; The Origins of Com- 
pany Names; Street Sports Baseball; California Games; The Eternal Dag- 
ger; Goodbye "G" Rated Computer Games (Part 2); and more! 


#41 - SHOPPING GUIDE: Wizardry IV; Make Your Own Murder Party; 
Microprose Company Report; Hot Titles for Christmas; Stationfall Tips; An- 
cient Art of War At ^a; Joysticks and Mice; Borodino 1812; Shadowgate; 
Deep Space; Leisure Suit Larry; Nord and Bert; and more! 

#42 - FOOTBALL ISSUE: Plundered Hearts Playing Tips; Computer Foot- 
ball Game Survey; 1987 CGW Game of Year Awards (at DragonCon); 
Project Stealth Fighter; Beyond Zork; Spy Adventure Series; Warship 
Strategy; Battles In Normandy; Firepower; and more! 

#44 - FLIGHT ISSUE: Alternate Reality, The Dugeon; Survey of Helicop- 
ter Simulations; Apollo 18; Falcon; Arkanoid; Chuck Yeager’s Advanced 
Flight Trainer; Guild of Theives; 2400 A.D.; Test Drive; The Faery Tale Ad- 
venture; and more! 

#45 - SCIENCE FICTION: Space Quest Tips; Space Arcade Games; 
Computer Games in 1988; The Future of Computer Games (Isaac 
Asimov, Harry Harrison, Douglas Adams, Jerry Poumelle, and 
Others); Halls of Montezuma: Wasteland Sneak Preview; Breach; SSI 
Company Report; and more! 

#46 - SPORTS SURVEY: Spring Sports Survey; Dungeon Master; World 
Games; Police Quest; Fog of War Roundtable Discussion; Ferrari Formula 
One; Sherlock; Skate or Die!; Strike Fleet; Demon Stalkers and Gauntlet; 
Sons of Liberty; Deathlord; Knight Ore; and more! 

#47 - MIST, MAGIC & MYSTERY: Ultima V; Wasteland; CRP Editorial by 
Scorpia; Trust & Betrayal; Panzer Strike; The Future of CRP Games; 

Game Design Insights; Echelon; The Train; CRP Game Hints; Maniac Man- 
sion; Soko-Ban; Tetris; Ports of Call; and more! 

#48 - COMBAT! - The Hunt For Red October; Bard’s Tale III; Wasteland 
Hints; Long Lance; Return to Atlantis; Project Stealth Fighter; Universal 
Military Simulator Modifications; Wooden Ships & Iron Men; Twilight’s Ran- 
som; Gaming On CompuServe and GEnie; Video Gaming World (New 
Department); Mech Brigade Scenario; and more! 

#49 - GAME DESIGN ISSUE: Tom Clancy Talks to CGW about Red 
Storm Rising; Lord British Talks About The Ultima Series; Ad- 
vanced Dungeons & Dragons; Jinxter Tips; Space Quest II; Infocomics; 
Computer Gaming Books; Rampage; Decisive Battles of the ACW; Dark 
Castle Hints; Romance of the Three Kingdoms; Fire Brigade ; and more! 

#50 - 50th ISSUE CELEBRATION: The History of CGW; Questron II; 

Jet and F/A-18 Interceptor; The History of Computer Game Design; 
Obliterator; Stellar Crusade; Strike Fleet Tactics; Three Stooges; Seven 
Spirits of Ra; Tobruk Clash of Armour; Star Saga I, and more! 

#51 - POLITICS '88: Politics of War; Campaign ‘88: Wings of Fury; The 
President is Missing; Global Commander; PT-109; Neuromancer; William 
Gibson Interview; Rommel; Dr. Dumont’s Wild P.A.R.T.I.; and more! 

#52 - SPORTS SPECIAL: Zak McCracken; Pete Rose Pennant Fever; 

Pete Rose Interview; Michael Jordan Interview; Larry Bird & Michael 
Jordan Go One-On-One; Red Storm Rising; Star Trek: First Contact; 

Fool’s Errand; 

#53 - CHRISTMAS BUYING GUIDE: 1988 Game of the Year Awards; 
Paladin; Wizard Wars; First Expedition; Red Storm Rising Tactics; Bat- 
tlehawks 1942; Demon’s Winter; Fantastic Voyages II; and more! 


How To Order 

Individual Back Issues = $3.50 
Order 3-5 back issues = $3.00 each 
Order 6+ back issues = $2.50 each 
Please add 15% for shipping 

In the center of this magazine there is a 
detachable order envelope. Simply use the 
blank lines on the order form to specify 
issue numbers. As some issue numbers are 
in limited supply, please list one or more 
alternate selections (this will expedite 
your order in the event one of your re- 
quested issues is sold out). 

These prices effective until 12/31/90 


Gomp44ie/i Qame> 



Hey! Collectors! Here is your chance to get 
the entire press run of a computer game 
magazine! it’s a!! here: the premiere issue... 
the final issue... the entire press mn! Well, ac- 
tually the premier issue and final issue WERE 
the entire press run. In 1 987 the gang at CGW 
started a sister publication called Computer 
Game Forum. After two issues it was incor- 
porated into CGW. Some of your favorite 
CGW columns got their start in CGF (ie. 

Rumor Bag, Scorpion’s Mail, Inside The In- 
dustry, and others). Some of the games 
covered the two issues of CGF were 
Kampfgruppe (scenarios); Ancient Art of War 
at Sea (scenarios); Breach (designer notes); 

Pirates! (review); Gunship (strategy), and others. Get both issues for $5.00. 


#54 - EMTERTAININQ THE TROOPS; Steel Thunder; Stealth Mission; 
King's Quest IV; Interview with Roberta Williams; Manhunter New York; 
Starglider II; Typoon of Steel; Sentinel Worlds I; Future Magic; Decisive 
Battles ACW II; Dragonlance; Empire Designer Play Tips; and more! 

#55 - DANGEROUS F(JT(JRES: Zork Zero; Alien Mind; Ocean Ranger; 
Battletech; Reach For The Stars (3rd Ed.); Leisure Suit Larry II; Visions of 
Aftermath; Times of Lore; Genghis Khan; F-19 Stealth Fighter; Top Ad 
Contest; and more! 

#56 - GAME DESIGN ISSUE: Winter CES Report; The Colony; Game 
Developer’s Conference; Corruption; Battlechess; TV Sports Football; 
Modem Wars; Wizardry V; Police Quest 2; F-19 Designer’s Notes; Mars 
Saga; Adventure Game Construction Kit Survey; and more! 

#57 - CROSSBOWS, CUIRASSIERS & CRUISERS: Decisive Battles of 
the American Civil War Vol. Ill; In Harm’s Way; Twilight Zone Hints; Bat- 
tles of Napoleon; Tower Toppler; Road Raider; Heavy Metal; Might & 

Magic II; Sorcerer Lord; The Legend of Blacksilver; Strike Fleet Strategy 
Notes; Neuromancer; Caveman Ugh-lympics; Grand Prix Circuit; and more! 

#58 - SPORTS ISSUE: Desert Rats; Jetfighter; F-14 Tomcat; Annals of 
Rome; Scorpion’s Mail; Techno-Cop; The Magic Candle; Sports Survey; 
Captain Blood; Wayne Gretzky Hockey; Gold Rush; Scavenger Hunt 
Results; and more! 

#59 - NEW CHALLENGES IN ADVENTURE GAMES: War In Middle 
Earth; Sim City; First Over Germany; Top Ad Winners; Double Dragon, 
Renagade, and Bad Dudes; Sword of Sodan; Prophecy; Guardians of In- 
finity Hints; 688 Attack Sub; Deja Vu 11; Under The Ice; Scavengers of the 
Mutant World; Ancient Battles; and more! 

#60 - FROM COMICS TO COMBAT (Game Design Issue): Abrams Bat- 
tle Tank; Battle of Eyiau Scenario; Batman: The Caped Crusader; Hidden 
Agenda; Falcon; the Game Developers' Conference; and more! 

#61 - CINEMA AND COMPUTERS: C.E.S. Report on Trends in Corrv 
puter Games; Tracon; Gamer’s Guide to Joysticks; Indiana Jones and the 
Last Crusade; MacArthur’s War; Snif>er! WWIl Telegaming; SSI’s Overrun!; 
Murder Mystery; Is VGA Worth It?; Ballistix; Lords of the Rising Sun; 
and more! 

#62 - FOREIGN COMPUTER GAMES; C.E.S. Report; Dr. Doom’s 
Revenge; Shogun; Tandy 16-color Test Lab; Populous; Archipelagos; 
Slipheed; Northern Fleet; Dragon Wars’ Space Quest III; Hostage: Rescue 
Mission; Why is Harpoon So Late / Apology Simulator; and more! 

#63 - BROADSWORDS AND BEASTS: Curse of the Azure Bonds; The 
Omnicron Conspiracy; Hilisfar; Test Lab of IBM Sound Boards; 
Chessmaster 2100 vs. Sargon 4; Grand Fleet; Fire King; Journey; Star 
Saga Two; Mean 18 Tournament Golf; Arthur hints; Name the Game Con- 
test; and more! 

#64 - SPECIAL FOOTBALL ISSUE: 1989 Game of the ’Year Awards; 
Vulcan; Project Firestart; Universe Hi; Speciai Footbail Section; Speedbali; 
QIX; Omni-Piay Horse Racing; Risk!; The Kristal; Manhunter 2: San Fran- 
cisco; and more! 

#65 - CHRISTMAS BUYING GUIDE: Indiana Jones and the Last 
Crusade; Don’t Go Alone; F-15 Strike Eagie Update; Omni-Piay Basket- 
bali; King’s Quest Companion; Cribbage King / Gin King; Revolution ’76; 


Decisive Battles of the American Civil War: Volume II; Star Fleet II; Sword 
of Aragon; Omega; Bandit Kings of Ancient China; Omega Tournament; 
and more! 

#66 - STARFLIGHT 2; Dragon Wars; MechWarrior; M-1 Tank Platoon; 
New Flight Simulator Products; Midway; David Wolf, Secret Agent; A-10 
Tank Killer; Murder Club; Prince of Persia; UFO; and more! 

#67 - SWORD OF THE SAMUARi; GEnie’s Air Warrior; Hero’s Quest I 
Hints; Ghostbusters II; Their Finest Hour; Dark Heart of Uukrul; Mean 
Streets; Kriegsmarine; Hoyle’s Official Book of Games; Blitzkrieg in the Ar- 
dennes; Licence To Kill; The Psychology of Computer Games; History 
of Sword of the Samurai; and more! 

#68 - THE COLONEL’S BEQUEST; Swords of Twilight; Harpoon; Joan 
of Arc; Main Battle Tank: Central Germany; Hints on Leisure Suit Larry HI; 
Tank; C.E.S. Report; DeathTrack; Gold of the Americas; White Death; Ac- 
tion Stations; and more! 

#69 - ULTIMA VI; Harpoon Strategy; F-16 Combat Pilot; Windwalker; 
Star Trek V; The Final Frontier; Where in Time is Carmen Sandiego?; The 
Colonel’s Bequest Hints; More New Games From C.E.S.; Risk!, Monopoly, 
Scrabble and Clue; Kinghts of Legend Hints; and more! 

#70 - LOOM; It Came From The Desert; Champions of Krynn; Harpoon 
Strategy; A Gamer’s Guide To IBM Graphics; The Third Courier; Breach 
2; Omega Tournament Results; Battle of Austerlitz; Blue Angels; Worlds at 
War; and more! 

#71 - DRAGONSTRIKE; Survival Techniques for M-1 Tank Platoon; 

Statistics-Based Text Baseball Games; The Transinium Challenge Hints; 
Computer Sports Games, What’s New?; 2088: The Cryllan Mission; In- 
dianapolis 500: The Simulation; Scorpia Stings Playtesters; Batman; Sid 
Meier’s Railroad Tycoon Preview; and more! 

#72 - KEEPING UP WITH JONES; Ultima VI Hints; Balance of the 
Planet; Legends of the Lost Realm; Hi-Tech Text Adventures & Virtual 
Reality; Gunboat; Tandy Compatibility; Rings of Medusa; Second Front; 
Code Name Iceman; Gretzky League Simulator; Decision at Gettysburg 

#73 - SEARCH FOR THE KINO; Circuit’s Edge; Report From CES (Part 

1) ; Railroad Tycoon Strategy (Part 1); Second Front Strategy; Cham- 
ber of the Sci-Mutant Priestess; Wolfpack; Conflict; SSI’s Waterloo; Inter- 
view With George Alec Effinger; and More! 

#74 - THE LORD OF THE RINGS; Report From CES (Part 2); Sands of 
Fire; Keys to Maramon; Malta Storm; 1990 Game Of The Year Awards; 
Earthrise Hints; Computer Game Designers Talk About Game Design; Fu- 
ture Wars; Centurion; Bad Blood; Railroad Tycoon Strategy (Part 

2) ;and More! 

#75 - RED BARON; Storm Across Europe; Survey of Pre-20th Cen- 
tury Strategy and Wargames; Their Finest Hour Strategy (The German 
Side); William Tell; Nuclear War; Strategies for Empire; Projectyle; 
Search For The King Hints; Secret of the Silver Blades; and More! 

#76 - BATTLETECH:CRESENT HAWK; Christmas Buying Guide; 
Megatraveller 1; Spellcasting 101; Star Control Tactics; Flight of The In- 
truder; The King’s Bounty; Casino Game Survey; Silent Service II; Street 
Rod; Unreal; Special Cartridge Game Section; Are CRPGs Really Role- 
Playing Games?; and More! 




Review 


After that disaster is averted, players may use this segment of 
the game to practice takeoff and recovery, high-altitude 
maneuvers, tximbing runs and even in-flight refueiing. The iatter 
segment is as criticai in later missions as it can be in the reai 
world. To be successful, one must exactly match altitude and 
airspeed, carefully refining one’s position "in the slot" until the re- 
fueling probe is seated in the drogue. It is tricky even for 
seasoned pilots, so practice while the oppiortunity presents itself. 

Within the competitive missions, there are four categories: 
Covert, Tacticai, Strategic and Offensive. Each category has four 
missions of ascending complexity. Beginning with "milk mns," 
the player will find that things rapidiy become more complex. 
Friendlies are often co-located with the desired target, requiring 
pin-point precision to avoid disaster. Enemy air support becomes 
both more prominent and more persistent. Exact navigationai in- 
formation is not always available, making timing and coordina- 
tion more difficuit. In-flight refueling wili become second nature 
and one must master mission planning to ensure the proper 
weapons mix for the target objective. 

As one gains famiiiarity with the nuances of mission pianning 
brought out by the scenarios, it is inevitable that players will 
aspire to create scenarios of their own. Accolade has anticipated 
that contingency. Strike Aces inciudes a Mission Design Kit that 
aiiows piayers to create new missions on the existing area map. 
Starting and ianding airfields are selected, targets are placed and 
designated, refueiing points are added (if needed or desired), and 
one can attach text to targets, as weii as input Mission text. The 


interface is mouse-driven and a scenario can be designed, ioaded 
and run in a few minutes. 

Bombing Run 

This reviewer wouid rather sit through tweive hours of "Zamphir 
Plays the Classics on the Pan Rute," head encased in cheap blue 
plastic airiine headphones, than watch one more on-screen ex- 
piosion represented by spinning, expanding red triangles against 
a black dot background. Didn’t anyone at Accolade iisten a 
whiie back when everyone raved about the bit-mapped ex- 
piosions in Dynamix’s A-1 0 Tank Killer7 Without getting petty 
about this singie issue, the underlying point is that Strike Aces 
does nothing whatsoever to advance graphic standards. The bit 
map cockpits are nicely rendered, but standard polygon-fill 
routines portray both the landscape and the external views of 
aircraft. Whiie features such as Mt. Rushmore and the scenic 
dinosaur repiica in Rapid City, South Dakota are nice touches, 
the vast majority of the terrain is flat and featureless. Mountains 
leap straight out of the ground, resembling pyramids to such a 
degree that one expects to fly by and see some New Age cultist 
perched on top awaiting the return of the (JFO’s. Although there 
is a noticeable improvement in the frame scroll rate over 
Accolade’s last foray into the aviation world. Blue Angels, 
sophisticated users will find that graphics alone will not draw 
them to purchase the product. 

Also, as audio quality becomes increasingly important and 
users spend hard-earned dollars on sound board additions, it is 
disturbing to read the back of the box claim to support a given 

(Continued on page 82) 


AT-TEN-TION! 


Be the ultiieate 

Ml TANK 





WARRIOR 

with the ^ 

STRIKE FORCE 

- ' iviA\/irsATnp ■■ 

A combination target ranger and reconaissance spotter for Microprose’s 
M1 TANK PLATOON. Used with the game Mapboard to: 

• Read enemy tank positions on recon. • Determine kill zones. 

• Each concentric circle 600 m. • Outermost edge 3800 m. 

• Find the max range of any gun pos. • Take on Elite troops. 

The Strike Force Navigator comes with a complete set of instructions. 
As a bonus , you also receive the M1 Tank Platoon Strategy Guide. 
Contains tips, strategies and tactics to the most realistic simulation of 
modern tank combat. Satisfaction guaranteed or your money back. 

As George Patton would say: “Start kicking some serious booty.” Send 
$8.95 plus $2.00 shipping and handling to: 


3542 Pheasant Run Ct #8 
Ann Arbor, Ml 48108 
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Joppa Computer Products 

(800)876-6040 (Orders) (301)676-1948 (Info) 
(301)676-1949 (24 hrs FAXmation Line) 


/ 

MS-DOS Entertainment 

Software 

"N 

688 Attack Sub 

33 

Hunt Red October 

21 

Stormovik 

33 

Ancient Glory 

27 

Indy 500 

33 

Street Rod 

27 

Bards Tale 3 

33 

Iron Lord 

27 

Sword of Aragon 

27 

Battlehawks 42 

33 

It Came Fr/Desert 

33 

Test Drive II 

30 

Blockout 

27 

Lakers/Celtics 

33 

The Krystal 

33 

Bluemax: Aces 

33 

LHX Attack Chop 

39 

Their Finest Hour 

39 

Brainblaster 

27 

Loom 

39 

Tunnels & Trolls 

33 

Buck Rogers 

33 

Madden Football 

33 

TV Sports F/ball 

33 

Budokan 

33 

Mi-Tank Platoon 

41 

Ultima 6 

41 

Centurion: Rome 

33 

PGA Tour Golf 

33 

Untouchables 

27 

Champion Krynn 

33 

Pool of Radiance 

33 

War of Lance 

33 

DRAGON Force 

33 

Populous 

33 

Waterloo 

39 

Dragon Strike 

33 

Railroad Tycoon 

38 

Weaver B/ball 1.5 

27 

Dragons of Flame 

18 

Red Lightning 

39 

Wolfpack 

34 

Kmpire 

33 

Red Storm Rising 

35 

Xenomorph 

30 

Kscape Hell 

33 

Renegade Legion 

39 

Specials (Limit Oty) 1 

F-IS Strikeagle 2 

35 

Second Front 

39 

Airborne Ranger 

16 

F-W Stealth Fight 

41 

Secret Silver Blade 

33 

Carrier Command 

16 

Fire Brigade 

30 

Silent Service II 

41 

Gunship 

18 

Fountain Dreams 

33 

Sim City 

30 

Kings Quest 1-3 

60 

Harpoon 

39 

Star Saga 1 or 2 

33 

Modem Wars 

20 

Harpoon Set 2/3 

21 

Starfleel II 

39 

Pirates 

16 

Heroes of Lance 

27 

Starflight II 

33 

Silent Service 

11 

^ound Shadow 

27 

Storm Europe 

39 

Starglider II 

y 


3909 Pulaski Highway / Abingdon, MD 21009 

Shipping: add $3.50; 2nd Day Air add $5.50. COD add $4.00. APO & 
Overseas charged, minumum $6.00. Software sales are final. Defectives 
replaced same. VISA & M/C accepted. We cany ST software. 

We will match any advertiser’s price found in this Issue! 
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Introducing 
Total Reality 

This 256-color, true-to-life golf simula- 
tor gives you unprecedented 3D 
graphics... so re^istic— so advanced— 
you’ll think you’re on the course. 


I I 1\l 1C ^ 


I HK CHAl.I.KNCiK i>F (iOI.F 



I t’s a beautiful Spring morning as you prepare to 
tee off. You select your #1 driver (ignoring your 
caddy’s wisecrack)... take a practice swing... adjust 
your stance... and drive one right down the middle 
for 290 yards. As you approach your second shot, 
you notice euery detail of your surroundings. . . 
the location of each tree... the contour of each ^ 
hill and slope...the lay of the ball... c r 

A day on your favorite course? Not ^ ^ 

quite, but it’s the next best thing. ^ 

LINKS. . . The Challenge of Golf is a totally real- 7 
istic golf simulator that’s a quantum leap ahead "^1 
of any computer golf game you’ve ever seen. ^ 
You’ll control your game to the degree you pre- 
fer... from defaulting to the standard swings... to 
adjusting your stance, backswing, acceleration, 
power and snap. With every drive and putt, your 
ball will act according to the true laws of physics. 

And you’ll experience all the sounds of a real 
tournament... from commentary... to caddy’s 
remarks. . .to the swoosh of the swing. . .click of the 
drive ....and bloop of the ball in the water. 

LINKS also includes a practice area for driving, 
chipping and putting. 

3D Terrain 

LINKS is brought to you by Access Software. . . 
the same fanatics for accuracy and realism who gave 
you World Class Leader Board Golf— and the graphics 
are unbelievably realistic. Gone are square-edged 
screens that look like Lego blocks. With LINKS, hills 
actually look like hills, trees look like trees, water 
looks like water. (And, yes, golfers even look like 
golfers.) fn fact, LINKS uses graphics technology so 
advanced that a VGA system is absolutely required 
for play. 

Experience the next generation of golf simula- 
tors. Reserve a Tee Time with LINKS. 

We guarantee you’ll absolutely love it — or 
your money back! 


*So Realistic, you’ll think you’re there 

LINKS features totally realistic 3D terrain. . .combining stunning 256<olor, 
3-dimensional terrain graphics with ', the revolutionary technology that 

gives you astonishing digitized sound effects without hardware. 


Actual 256Kiolor VGA Screens 


SOFTWARE INCORPORATED 


To get on the course with LINKS, 
visit your retailer or call 

m 1 - 800 - 824-2549 


TOLL FREE 

(Credit Card orders only) or clip and return the order fortn 



545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 


ORDER FORM 

□ YES! I’m ready to Tee Off with LINKS. ..and experience the astonishing reality of 
3D terrain with 25&color graphics and digitized sound effects. Please rush me my copy. 
Satisfaction Guaranteed. (VGA system and hard disk required). 


Q 5 1/4-inch Disk L I 3 1/2-inch Disk 
G I’ve enclosed .$59.95 as payment in full. 

[ D Charge this order to my: 

IT I VISA I i MasterCard ! J American Express 
Card No. 


Name _ 
Address 


City 

State Zip. 


Expires _ 
Signature 


Mail to: ACCESS .SOFTWARE INCORPORATED 
545 West 500 South, Suite 1.30, Bountiful, UT 84010 
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CHIPS & BITS • IBM & AMIGA GAMES 


IBM SPORTS 


3D Pool 

$ 

25 

4th & Inches 

$ 

15 

4th & Inches Team Disk 

$ 

10 

APBA Baseball 

$ 

28 

APBAGM Disk 

$ 

31 

APBA Innovator 

$ 

34 

APBA Stat Master 

$ 

39 

APBA Wizard 

$ 

31 

APBA 1908-88 Ea 

$ 

21 

APBA 1989-90 Ea 

$ 

19 

Basketball Challenge 

$ 

28 

BballCh. 1987-88 Ea 

$ 

13 

BballCh. 1989-90 Ea 

$ 

17 

Bo Jackson Baseball 

$ 

34 

Downhill Challenge 

$ 

21 

Face Off 

$ 

31 

Fast Break 

$ 

17 

Ferrari Formula 1 

$ 

16 

Grand Prix Circuit 

$ 

17 

Gretsky Hockey 

$ 

36 

Gretsky League 

$ 

28 

Hardball II 

$ 

28 

Hat Trick 

$ 

21 

Indianapolis 500 

$ 

34 

International Hockey 

$ 

17 

Jordan v Bird 

$ 

18 

Lakers v Celtics 

$ 

34 

LH 3 in 1 Football 

$ 

30 

LH B ball the Pro Game 

$ 

30 

LH College Basketball 

$ 

30 

LH Full Count Baseball 

$ 

30 

Madden Football 

$ 

34 

Madden Team Disk 1989 

$ 

19 

Mean 18 

$ 

30 

Mean 18 Disk 2 

$ 

15 

Mean 18 Disk 5 & 6 

$ 

25 

Microleague Baseball 

$ 

28 

Microleague Baseball II 

$ 

34 

ML W.Series Decades Ea 

$ 

17 

ML 1982 - 1990 Ea 

$ 

17 

ML All Stars 

$ 

17 

ML Franchise Disks Ea 

$ 

20 

ML Box Score Stats 

$ 

20 

ML General Manager Disk 

$ 

25 

ML Roster Security 

$ 

20 

ML Wrestling 1990 

$ 

28 

MSFL Proleague Pootball 

$ 

34 

MSFL Pro Draft 

$ 

28 

NFL Challenge 

$ 

60 

NFL 1985- 1987 Ea 

$ 

15 

NFL 1988 -1990 Ea 

$ 

22 

NFL All Star Teams 

$ 

22 

NFL Dream Teams 

$ 

20 

NFL Greatest Teams 

$ 

22 

NFL Pre Season '90 

$ 

22 

NFL Roster Editor 

$ 

20 

NFL Situation Editor 

$ 

20 

Nicklaus Unlimited Golf 

$ 

39 

Nioklaus Course 1 ,2, or 3 

$ 

15 

Omni Basketball 

$ 

34 

Omni Horse Racing 

$ 

34 

Orei Hirshiser's Strike Zone 

$ 

16 

Pete Rose Pennant Fever 

$ 

28 

PGA Tour Golf 

$ 

34 

Pro Tennis Tour 

$ 

28 

Pursue the Pennant 

$ 

49 

Pursue Team 1986 ■ 1990 

$ 

21 

Rack'em 

$ 

28 

Reel Fish'n 

$ 

34 

Serve & Volley 

$ 

28 

Ski or Die 

$ 

28 

Superstar Basketball 

$ 

24 

Superstar Ice Hockey 

$ 

28 

Superstar Soccer 

$ 

22 

TKO 

$ 

28 

TV Sports Basketball 

$ 

34 

TV Sports Football 

$ 

34 

World Class Leader Board 

$ 

35 

WC Courses 1 , 2, or 3 

$ 

15 

Weaver Baseball 1 .5 

$ 

28 

Weaver Commissioner 

$ 

16 

Weaver 1988 - 1990 Ea 

$ 

16 


IBM STRATEGY 


Ancient Art of War $ 31 

Ancient Art War at Sea $ 31 

Archipelagos $ 28 

Armada 2525 $ 34 

Balance of Power 1990 $ 34 

Balance of the Planet $ 34 

Bandit Kings of China $ 40 

Breach I or II $ 28 

Breach II Scenario Disk $ 15 



'CENTURION' From Electronic 
Arts is a cinematic adventure 
that gives you both awesome 
graphics and great game play. 
You control the action. Land 
and naval battles, chariot races, 
diplomacy and the Coliseum are 
all part of Defender of Rome. 


Centurion 

$ 

34 

Command HQ 

$ 

39 

Defender of the Crown 

$ 

28 

DRAGON Eorce 

$ 

34 

Empire 

$ 

33 

Genghis Khan 

$ 

39 

Gold of the Americas 

$ 

12 

Guns or Butter 

$ 

34 

Hidden Agenda 

$ 

39 

Imperium 

$ 

28 

Lost Patrol 

$ 

34 

Midwinter 

$ 

28 

Nobunaga's Ambition 

$ 

39 

Nobunaga's Ambition II 

$ 

39 

Nuclear War 

$ 

34 

Ogre 

$ 

19 

Oligopoly 

$ 

34 

Omega 

$ 

34 

Orbiter 

$ 

30 

Paladin 

$ 

28 

Paladin Scenario Disk 

$ 

16 

Populous 

$ 

34 

Populous Promised Lands 

$ 

14 

Railroad Empire 

$ 

34 

Railroad Tycoon 

$ 

34 

Reach for the Stars III 

$ 

12 

Revolution 76 

$ 

33 

Romance Three Kingdoms 

$ 

45 

Rules of Engagement 

$ 

34 

Search for the Titanic 

$ 

25 

SimCity 

$ 

33 

SimCity Terrain Editor 

$ 

15 

Star Command 

$ 

12 

Star Control 

$ 

34 

Starfleet I 

$ 

34 

Starfleet II 

$ 

41 

Stellar Crusade 

$ 

12 

Sword of Aragon 

$ 

28 

Worlds at War 

$ 

30 

IBM HARDWARE 



Ad Lib Sound Card 

$ 

99 

Sound Blaster 

$159 

3.5 inch DSDD 10 Disks 

$ 

10 

3.5 Inch DSHD 10 Disks 

$ 

20 

5.25 Inch DSDD 10 Disks 

$ 

6 

5.25 Inch DSHD 10 Disks 

$ 

10 


IBM WARGAMES 


Action in the North Atlantic 

$ 

28 

Action off the River Plate 

$ 

28 

Action Stations 

$ 

34 

Air Raid Pearl Harbor 

$ 

28 

Amrcn Civil War 1 ,2, or 3 

$ 

28 

Banzai 

$ 

28 

Battle Stations 

$ 

28 

Battle Tank Barbarosa 

$ 

36 

Battles of Napoleon 

$ 

34 

Battleship Bismark 

$ 

28 

Blitzkrieg Ardennes 

$ 

39 

Decision at Gettysburg 

$ 

30 

Fall Gelb 

$ 

36 

Fifth Eskadra 

$ 

36 

Fire Brigade 

$ 

35 

Fleet Med 

$ 

36 

German Raider Atlantis 

$ 

28 

Gettysburg: Turning Point 

$ 

39 

Golan Front 

$ 

36 

Grand Fleet 

$ 

36 

Grey Seas, Grey Skies 

$ 

36 

Guns & Glory 

$ 

34 

Halls of Montezuma 

$ 

12 

Harpoon 

$ 

39 

Harpoon BttI Set 2, 3 or 4 

$ 

22 

Harpoon Scenario Editor 

$ 

28 

High Seas 

$ 

33 

In Harms Way 

$ 

36 

Kampfgruppe 

$ 

39 

Kriegsmarine 

$ 

36 

Kursk Campaign 

$ 

36 

Long Lance 

$ 

36 

Main Battle Tank C Grmny 

$ 

36 

Main Battle Tank N Grmny 

$ 

36 

Malta Storm 

$ 

36 

Marianas Turkey Shoot 

$ 

28 

Midway 

$ 

28 

Moscow Campaign 

$ 

36 

Napoleon in Russia 1812 

$ 

12 

North & South 

$ 

28 

Northern Eleet 

$ 

36 

Operation Overlord 

$ 

36 

Panzer Battles 

$ 

28 

Patton V Rommel 

$ 

16 

Prelude to Jutland 

$ 

28 

Red Lightning 

$ 

39 

Return to the Palklands 

$ 

28 

Rommel at El Alamein 

$ 

36 

Rommel at Gazala 

$ 

36 

Rommel North Africa 

$ 

28 

Second Eront 

$ 

39 

Shiloh:Grant's Trial West 

$ 

12 

Sons of Liberty 

$ 

12 

Strike Eleet 

$ 

16 

Stalingrad Campaign 

$ 

36 

Storm Across Europe 

$ 

39 

To The Rhine 

$ 

36 

Under the Ice 

$ 

30 

UMS II: Nations at War 

$ 

39 

War in the Falklands 

$ 

28 

War Game Cnstrction Set 

$ 

12 

Warship 

$ 

12 

Waterloo 

$ 

39 

White Death 

$ 

33 

HINT BOOKS 



AD&D HINT BOOKS Ea. 

$ 

10 

Bard's Tale I, II. or III 

$ 

10 

Dragon Wars 

$ 

10 

Fool's Errand 

$ 

10 

Indy Jones Last Crusade 

$ 

10 

Maniac Mansion 

$ 

10 

Might & Magic I or II 

$ 

10 

Neuromancer 

$ 

10 

Puzzle Gallery I 

$ 

10 

Quest for Clues I, II, or III 

$ 

19 

Sentinal Worlds 

$ 

10 

SIERRA HINT BOOKS Ea. 

$ 

9 

Starflight I or II 

$ 

10 

Ultima IV, V, or VI 

$ 

10 

Wasteland 

$ 

10 

Zak McKracken 

$ 

10 


IBM ROLE PLAYING 


2400 AD 

$ 

28 

Ancient Glory 

$ 

28 

Ancient Land of Ys 

$ 

31 

Autoduel 

$ 

28 

Bad Blood 

$ 

31 

Bard's Tale 1 

$ 

16 

Bard's Tale II 

$ 

19 

Bard's Tale III 

$ 

34 

Battletech 

$ 

34 

Buck Rogers 

$ 

34 

Drakkhen 

$ 

39 

Dragon Lord 

$ 

34 

Dragon Wars 

$ 

34 

Escape from Hell 

$ 

34 

Eederation 

$ 

34 

Eountain of Dreams 

$ 

34 

Eire King 

$ 

28 

Hero's Quest 

$ 

37 

Keef the Thief 

$ 

16 

Keys to Maramon 

$ 

28 

King's Bounty 

$ 

28 

Knights of Legend 

$ 

34 

Legacy of the Ancients 

$ 

7 

Lord of the Rings Vol 1 

$ 

36 

Magic Candle 1 

$ 

34 

Magic Candle II 

$ 

39 

Mechwarrior 

$ 

28 

Megatraveller 

$ 

34 

Might & Magic 1 

$ 

19 

Might & Magic II 

$ 

33 

Mines of Titan 

$ 

34 

Pirates 

$ 

19 

Prophecy 1 

$ 

19 

Rings of Medusa 

$ 

34 

Sentinal Worlds 

$ 

18 

Space 1889 

$ 

31 

Space Rogue 

$ 

34 

Spirit of Excaliber 

$ 

34 

Star Saga I or II 

$ 

34 

Starflight I 

$ 

19 

Starflight II 

$ 

34 

Sword of the Samurai 

$ 

19 

Tangled Tales 

$ 

21 



WORLDS AT WAR' from Lyric 
Software Is a game of naval 
combat on a galactic scale. 
Simple in concept, you can play 
the tactical study for an hour; or 
the campaign game for a 
weekend. CGW "...like EMPIRE, 
what this game has is play-value" 


Times of Lore 

$ 

28 

Tunnels & Trolls 

$ 

34 

Ultima Savage Empire 

$ 

39 

Uitima Trilogy 

$ 

39 

Ultima IV or V 

$ 

39 

Ultima VI 

$ 

42 

Wasteland 

$ 

16 

Windwalker 

$ 

28 

Wizardry Trilogy 

$ 

34 

Wizardry IV 

$ 

41 

Wizardry V 

$ 

34 

Xenomorph 

$ 

34 


IBM TRADITIONAL 


Advance to Boardwalk 

$ 

15 

Amarillo Slim Real Poker 

$ 

34 

Backgammon 

$ 

17 

Battlechess 

$ 

31 

Battlechess VGA 

$ 

34 

Bttlohess IhChinese Chess 

$ 

32 

Chessmaster 2100 

$ 

34 

Clue Master Detective 

$ 

28 

Cribbage King/Gin King 

$ 

19 

Crossword Magic 

$ 

34 

Edwrd 0 Thorp Black Jack 

$ 

34 

Pamily Crossword Puzzles 

$ 

28 

Eamily Feud 

$ 

13 

Games People Play 

$ 

34 

Grand Slam Bridge 

$ 

24 

Hollywood Squares 

$ 

15 

Hoyle's Games 1 or 2 

$ 

25 

Ishido 

$ 

36 

Jeopardy Silver Edition 

$ 

15 

Joker Poker 

$ 

28 

Keeping up with Jones 

$ 

28 

Lexicross 

$ 

28 

Living Jigsaws 

$ 

28 

Monopoly 

$ 

28 

Price is Right 

$ 

15 

Puzzle Gallery 1 

$ 

28 

Puzzle Gallery II 

$ 

34 

Risk 

$ 

28 

Sargon IV 

$ 

34 

Scrabble 

$ 

28 

Scruples 

$ 

28 

Shanghai 

$ 

15 

Sorry 

$ 

15 

Solitaire Royale 

$ 

24 

Spot 

$ 

28 

Stratego 

$ 

31 

Trivial Pursuit 

$ 

28 

Trump Castle 

$ 

25 

Vegas Casino 1 or II 

$ 

10 

Wheel of Eortune Gold 

$ 

15 

IBM ACTION / ARCADE 


Airborne Ranger 

$ 

17 

Amazing Spiderman 

$ 

25 

Batman 

$ 

28 

Blockbuster 

$ 

25 

Blockout 

$ 

28 

Blood Money 

$ 

28 

Budokan 

$ 

34 

Dark Century 

$ 

31 

Day of the Viper 

$ 

33 

Dr Doom's Revenge 

$ 

25 

Dragon's Lair 

$ 

45 

Paces 

$ 

28 

P40 Pursuit 

$ 

31 

Fire Power 

$ 

24 

Gauntlet II 

$ 

34 

Ghostbusters II 

$ 

28 

Grave Yardage 

$ 

25 

Harmony 

$ 

31 

Indy Jones Last Crusade 

$ 

19 

Loopz 

$ 

28 

Low Blow 

$ 

28 

Marble Madness 

$ 

16 

Nevermind 

$ 

25 

Oil's Well 

$ 

25 

Pipe Dream 

$ 

19 

Power Drift 

$ 

25 

Powerdrome 

$ 

28 

Punisher 

$ 

25 

Qix 

$ 

25 

Sokoban 

$ 

18 

Speedball 

$ 

28 

Spot 

$ 

28 

Starglider II 

$ 

31 

Teenage Mutnt Ninja Trtls 

$ 

28 

Tetris 

$ 

24 

Terrorpods 

$ 

28 

Welltris 

$ 

24 

X Men 1 or II 

$ 

25 

Zany Golf 

$ 

16 

Zoom 

$ 

22 


FOR LESS • CALL 800 - 753 - GAME 


IBM SIMULATION 


688 Attack Sub 

$ 

24 

A-10 Tank Killer 

$ 

33 

ATP 

$ 

39 

Abrams Battle Tank 

$ 

19 

Armour Alley 

$ 

28 

Battle Command 

$ 

34 

Battlehawks 1942 

$ 

24 

Blue Angels 

$ 

33 

Blue Max:Aces of WW 1 

$ 

34 

Cardinal of the Kremlin 

$ 

34 

Carrier Command 

$ 

31 

Cycles Grand Prix 

$ 

28 

Das Boot Submarine 

$ 

34 

Days ot Thunder 

$ 

34 

Echelon 

$ 

39 

FI 5 Strike Eagle 1 

$ 

15 

FI 5 Strike Eagle II 

$ 

34 

FI 6 Combat Pilot 

$ 

34 

FI 9 Stealth Fighter 

$ 

39 

F29 Retaliator 

$ 

34 

Faicon 

$ 

34 

Falcon AT 

$ 

39 

Falcon 3.0 

$ 

41 

Fighter Bomber 

$ 

41 

Fiight Simuiator 4.0 

$ 

39 

Gun Boat 

$ 

33 

Gunship 

$ 

19 

Heatwave 

$ 

28 

Heavy Metal 

$ 

35 

Hunt for Red Qctober 

$ 

22 

Infiltrator II 

$ 

28 

Instant Facilities Locator 

$ 

28 

JET 

$ 

33 

Jet FighterThe Adventure 

$ 

34 

Knights of the Sky 

$ 

39 

LHX Attack Chopper 

$ 

39 

Light speed 

$ 

39 

Ml Tank Platoon 

$ 

39 

MegaFortress 

$ 

39 

Miami Enforcer 

$ 

39 

PHM Pegasus 

$ 

7 

Power Boat Simulator 

$ 

39 

Red Baron 

$ 

41 

Red Storm Rising 

$ 

31 

Renegade Legion Intrcptr 

$ 

39 

Rapcon 

$ 

34 

Saiiing Instrctr Master Disk 

$ 

19 

Sailing Disk 1 - 8 Ea. 

$ 

34 

Sailing Simulator 

$ 

39 

Sands of Fire 

$ 

31 

Scenery Disk 1 - 6 Ea. 

$ 

19 

Scenery Disk 7 - 1 1 Ea. 

$ 

22 

Scenery Disk Hawaii 

$ 

22 

Scenery Disk Japan 

$ 

22 

Scenery Disk San Fran 

$ 

22 

Scenery Disk W Europe 

$ 

22 

Secret Weapons Luftwaffe 

$ 

39 

Sherman M4 

$ 

34 

Silent Service 1 

$ 

15 

Silent Service II 

$ 

34 

Steel Thunder 

$ 

17 

Stormovik 

$ 

34 

Strike Aces 

$ 

32 

Stunt Driver 

$ 

32 

Tank 

$ 

34 

Test Drive II 

$ 

30 

CA or Euro Challenge 

$ 

15 

Muscle or Super Cars 

$ 

15 

Test Drive III 

$ 

34 

Their Finest Hour 

$ 

39 

Thud Ridge 

$ 

31 

Thunder Chopper 

$ 

28 

Tracon 

$ 

34 

Tracon II 

$ 

45 

UFQ 

$ 

33 

Up Periscope 

$ 

28 

Vette 

$ 

33 

Wingleader 

$ 

39 

Wings 

$ 

34 

Wo If pack 

$ 

31 

Yeager's AFT 1 .0 

$ 

16 

Yeager's AFT 2.0 

$ 

19 


IBM AD & D 


Champions of Krynn 

$ 

32 

Curse of the Azure Bonds 

$ 

32 

Dragon Strike 

$ 

32 

Dragons of Flame 

$ 

19 

Heroes of the Lance 

$ 

28 

Hilisfar 

$ 

32 

Pool of Radiance 

$ 

32 

Secret of the Silver Blades 

$ 

32 

War of the Lance 

$ 

32 



■AMARILLO SLIM'S REAL POKER 
5 CARD STUD' from Villa Crespo 
Software is more than just 
another poker game. It is your 
personal poker TUTOR. With 
features like player style options 
and statistics accumuiation this is 
the best poker game anywhere. 


IBM ADVENTURE 


Altered Destiny 

$ 

39 

Arthur Quest for Excaliber 

$ 

28 

B.A.T. 

$ 

34 

Blood Relatives 

$ 

34 

Chmbr Sci Mutnt Priestess 

$ 

34 

Circuit's Edge 

$ 

28 

Code Name: Iceman 

$ 

37 

Colonel's Bequest 

$ 

37 

Conquests ot Camelot 

$ 

37 

Covert Action 

$ 

39 

Crime Wave 

$ 

39 

David Wolf: Secret Agent 

$ 

33 

Die Hard 

$ 

28 

Don't Go Alone 

$ 

28 

Earthrise 

$ 

34 

Fool's Errand 

$ 

34 

Future Wars 

$ 

28 

Gold Rush 

$ 

28 

Hobbit 

$ 

25 

Hostage 

$ 

28 

Hound of Shadow 

$ 

28 

Indy Jones Last Crusade 

$ 

24 

It Came from the Desert 

$ 

34 

Joan of Arc 

$ 

31 

Journey 

$ 

34 

King's Quest 1, II, III, or IV 

$ 

34 

Knight Force 

$ 

31 

Kristal 

$ 

34 

Leisure Suit Larry 1 

$ 

28 

Leisure Suit Larry II or III 

$ 

37 

Loom 

$ 

39 

Manhunter NY or SF 

$ 

32 

Maniac Mansion 

$ 

16 

Mean Streets 

$ 

38 

Murder Club 

$ 

28 

Neuromancer 

$ 

31 

Night Hunter 

$ 

25 

Qregon Trail 

$ 

28 

Planet of Lust 

$ 

28 

Police Quest 1 or II 

$ 

32 

Questmaster 

$ 

28 

Rocket Ranger 

$ 

34 

SDI 

$ 

15 

Search for the King 

$ 

38 

Secret of Monkey Island 

$ 

39 

Seven Spirits of Ra 

$ 

17 


IBM ADVENTURE 

Sex Vixens from Space $ 28 

Shadowgate $ 31 

Shadows of Mordor $ 28 

Shogun $ 40 

Sinbad $ 15 

Space Quest I or II $ 32 

Space Quest III $ 37 

Startrek III or IV $ 28 

StartrekV $ 33 

Startrek:Next Generation $ 34 

Street Rod $ 28 

Third Courier $ 34 

Three Stooges $ 34 

Total Eclipse $ 28 

Uninvited $ 28 

Universe I, II, or III $ 34 

War in Middle Earth $ 34 

Where Europe Carmen? $ 30 

Where USA Carmen? $ 30 

Where World Carmen? $ 27 

Where Time Carmen? $ 30 

William Tell $ 28 

Wonderland $ 34 

Zak McKracken $ 16 

Zork Zero $ 38 

AMIGA ADVENTURE 

Arthur Quest Excaliber $ 34 

BAT $ 34 

Blood Relatives $ 34 

Chronoquest I or II $ 34 

Code Namedceman $ 38 

Colonel's Bequest $ 38 

Conquests of Camelot $ 38 

Future Wars $ 34 

Indy Jones Adventure $ 35 

It Came from Desert I $ 34 

It Came from Desert II $ 18 

King's Quest I, II, III, IV $ 34 

Leisure Suit Larry II or III $ 38 

Loom $ 41 

Manhunter NY or SF $ 33 

Neuromancer $ 31 

Night Flunter $ 28 

Police Quest I or II $ 34 

Sci Mutant Priestess $ 31 

Search for the King $ 41 

Space Quest I or II $ 34 

Space Quest III $ 37 

Star Trek V $ 34 

War in Middle Earth $ 34 

Where in Europe Carmen? $ 34 

Where in USA Carmen? $ 34 

Where in World Carmen? $ 31 

Zork Zero $ 38 

AMIGA SIMULATION 

688 Attack Sub $ 34 

A10 Tank Killer $ 33 

Battle Command $ 34 

Blue Max:Aces Great War $ 34 

Cycles Grand Prix $ 34 

Days of Thunder $ 34 

Dragon Strike $ 34 

FI 6 Combat Pilot $ 34 

FI 9 Stealth Fighter $ 39 

F29 Retaliator $ 34 

FA1 8 Interceptor $ 18 

Falcon $ 34 

Falcon Mission Disk $ 18 

Gunship $ 34 

Fleatwave $ 28 

Flunt for Red October $ 22 

Ml Tank Platoon $ 39 

Silent Service I $ 15 

Test Drive II $ 30 

CA or Euro Challenge $ 15 

Muscle or Super Cars $ 1 5 

Red Storm Rising $ 30 

Their Finest Flour $ 39 

Wings $ 34 

Yeager's AFT 2.0 $ 28 


Circle Reader Service #25 


AMIGA ROLE PLAYING 


Autoduel 

$ 

28 

Bard's Tale 1 

$ 

18 

Bard's Tale II 

$ 

42 

Battletech 

$ 

34 

Bloodwych 

$ 

34 

Buck Rogers 

$ 

34 

Champions of Krynn 

$ 

34 

Curse of the Azure Bonds 

$ 

34 

Death Bringer 

$ 

34 

Dragon Lord 

$ 

34 

Drakkhen 

$ 

39 

Dungeon Master 

$ 

28 

Faery Tale 

$ 

31 

Federation 

$ 

34 

Fool's Errand 

$ 

34 

Hilisfar 

$ 

34 

Hound ot Shadow 

$ 

28 

Immortal 

$ 

34 

Keef the Thief 

$ 

18 

Lords of Rising Sun 

$ 

30 

Might & Magic II 

$ 

41 

Pirates 

$ 

31 

Pool of Radiance 

$ 

34 

Rings of Medusa 

$ 

34 

Space Rogue 

$ 

34 

Spirit of Excaiiber 

$ 

34 

Startiight 1 

$ 

34 

Swords of Twiiight 

$ 

18 

Tusker 

$ 

34 

Ultima IV 

$ 

41 

Universe III 

$ 

34 

Windwalker 

$ 

28 

Xenomorph 

$ 

34 



'EDWARD O THORP'S REAL 
BLACKJACK' from Villa Crespo 
Software is more than just 
another blackjack game. With 
built in TUTOR, up to six 
players, unattended play, and 
statistics accumulation, this is the 
best blackjack game anywhere. 


AMIGA ACTION / ARCADE 


Aquanaut 

$ 

28 

Batman 

$ 

34 

Battlehawks 1 942 

$ 

34 

Budokan 

$ 

28 

Day of the Viper 

$ 

33 

Dragon's Lair 1 or II 

$ 

41 

Dragons of Flame 

$ 

28 

Harmony 

$ 

34 

Heroes of the Lance 

$ 

28 

Loopz 

$ 

34 

Magic Fly 

$ 

28 

Marble Madness 

$ 

18 

Nevermind 

$ 

26 

Pipe Dream 

$ 

28 

Projectyie 

$ 

28 

Putty's Saga 

$ 

25 

Shadow of the Beast 

$ 

29 

Shadow of the Beast II 

$ 

39 

Terrorpods 

$ 

28 

Treasure Trap 

$ 

28 

Tunnels Armageddon 

$ 

28 


AMIGA TRADITIONAL 


Bridge 6.0 

$ 

28 

Battiechess 

$ 

31 

Chessmaster 2000 

$ 

29 

Ciue 

$ 

28 

Cribbage/Gin King 

$ 

28 

Keeping up with the Jones 

$ 

28 

Monopoiy 

$ 

28 

Risk 

$ 

28 

Scrabbie 

$ 

28 

Solitaire Royale 

$ 

24 

AMiGA STRATEGY 

Balance of Power '90 

$ 

34 

Breach II 

$ 

28 

Breach II Scenario Disk 

$ 

15 

DRAGON Force 

$ 

34 

Defender of the Crown 

$ 

34 

Empire 

$ 

33 

Genghis Khan 

$ 

40 

Imperium 

$ 

28 

Lost Patrol 

$ 

34 

Midwinter 

$ 

28 

Nobunaga's Ambition 

$ 

41 

Nuciear War 

$ 

34 

Omega 

$ 

34 

Populous 

$ 

34 

Powermonger 

$ 

34 

Reach for the Stars 

$ 

29 

Romance 3 Kingdoms 

$ 

45 

SimCity 

$ 

33 

Sword of Aragon 

$ 

28 

AMIGA WARGAMES 

Battle Tank Barbarosa 

$ 

39 

Blitzkrieg 1MB 

$ 

38 

Fire Brigade 

$ 

35 

Gettysburg:Turn Point 

$ 

41 

Halis of Montezuma 

$ 

28 

Harpoon 

$ 

41 

Kampfgruppe 

$ 

41 

Kursk Campaign 

$ 

39 

Main Battle Tank 

$ 

39 

Malta Storm 

$ 

39 

Moscow Campaign 

$ 

39 

North & South 

$ 

31 

Operation Overlord 

$ 41 

Overrun 

$ 

41 

Red Lightning 

$ 

41 

Rommel at Gazala 

$ 

41 

Second Front 

$ 

34 

Storm Across Europe 

$ 

41 

To the Rhine 

$ 

41 

UMS II 

$ 

41 

Waterloo 

$ 

41 

White Death 

$ 

41 

AMIGA SPORTS 

Ferrari Formula 1 

$ 

35 

Gretsky Hockey 

$ 

36 

Gretsky League 

$ 

28 

Harball II 

$ 

28 

Omni Basketball 

$ 

34 

Omni Horse Racing 

$ 

34 

TV Sports Basketball 

$ 

34 

TV Sports Football 

$ 

34 

WC Leader Board 

$ 

31 


CHIPS & BITS 

POBox 234 
Rochester VT 
05767 


802 -767 -3033 
800 -753-4263 


Visa & MC accepted, CODs $3 
UPS $3 / order 
UPS 2 Day Air $5 / order 
UPS Express Air $15 / order 
Air Mall to Canada $6 / order 
HI & AK UPS 2 Day Air $9/order 
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board (the AdLib in this case) simply because the opening 
theme and one or two other infrequent screens use it (while the 
majority of the program uses the internal speaker). Since this 
limited sound support is the case, then, the product’s packaging 
should read something closer to the tmth, such as: "Actual AdLib 
support time less than one minute per play session." That way, 
at least, consumer expectations will not be led astray. As it is, 
once the player enters the cockpit, the "engine noise" produced 
by the internal IBM speaker is a mind-numbing white static that 
players will almost certainly toggle off immediately. 

Tally Ho! 

Although one might gather that Strike Aces has "stmck out" 
from the prose up to this point, that’s not entirely tme. As stated 
in the introduction, diversity is one of the strengths of this 
product. Many players have already flown other simulators for 
the F-15 and the F-111 (Strike Eagie and Thud Ridge, respec- 
tively) but few have had an opportunity to joyride in any of the 
other aircraft depicted. In the spirit of giasnost, a MiG-29 recently 
performed at the International Air Show in Dayton, Ohio. This un- 
precedented event is echoed in the software industry as many of 
the major developers are planning products based on Soviet 
aircraft. Strike Aces will be rememtsered as the first to ac- 
complish that milestone. 

As to the other airframes depicted, each has unique qualities 
that may be discerned through repeated play. The Tornado is a 
joy to fly, as an example, and much easier to land, due to a bet- 
ter lift ratio, than the F-15, which drops out of the sky like a 


slightly buoyant rock. Unfortunately, since all of the aircraft flight 
routines are driven off a single program engine, every charac- 
teristic is not as discernibly different as one might like. Turn rates 
are particularly homogenized, but there are enough dissimilarities 
to keep dogfighting a challenge. 

On Final 

Computer gaming enthusiasts are not unlike their counterparts 
in other endeavors; they tend to associate brand name to quality. 
Accolade’s strong reputation has been built on a long list of to|> 
notch products and, at first appearance, it would seem that they 
did not live up to their own standards on this product. In all fair- 
ness to Accolade, however, this was not entirely their fault. 

Strike Aces was originally released in the UK under a different 
title by another company. After agreeing to distribute the title in 
the US, Accolade made thirty-two recommendations for changes 
to bring the product in line with other "state of the art" releases. 
Unfortunately, due to contractual disputes, only ten of these chan- 
ges were made prior to Strike Ace’s arrival on the shelves. One 
might still argue that the product should not have been released 
until Accolade was fully satisfied with it, but they are certainly 
considering this one a "lesson learned." 

Considered in the aggregate. Strike Aces is not a bad product; 
it simply did not live up to its potential in execution. Some por- 
tions, like the aforementioned in-flight refueling sequences, are 
quite good. As such, this product must be considered a "mixed 
bag," certain to appeal to die-hard computer aviators but not des- 
tined for greatness in the eyes of the general gaming public. 
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Save 257o on all new Games. 

Save 507o on preowned Games. 

We buy any game we sold to you. 

Within 30 days of the purchase we 
give you 33% credit or 25% cash of 
the purchase price. 

If you like to seil us your other games write 
or call our BBS. Proof of legal ownership 
and a signed licence transfer is required. 


P.O.Box 663, Elgin Texas 78621 
Phone: 512-285-5428 or 2620 
BBS & Fax: 512-285-5028 
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SOUND MASTER® 

THE ONLY SOUND ENHANCEMENT BOARD 
THAT WORKS WITH ALL PC GAME TITLES 


MORE THAN A MUSIC CARD -A LOT MORE! 


Sound Master now supports the internal PC sound system! With the support of leading 
game publishers, Sound Master is compatible with all game titles. Sound Master 
radically improves your existing PC sound quality! Plus you get an advanced 3-voice music 

synthesizer anc/a DMA driven digitizer for real life 

speech, multi-voice music, and sound effects-just 
like an Amiga, Apple IIGS, or Tandy 1000 SL/TL/RL. 

Electronic volume and panning adjustment. True 
multipart music, speech, sound effects, internal 
speaker support.. .all in STEREO! Dual digital input 
ports (with power and ground) accept Atari, Com- 
modore, and other true game-machine joy-sticks 
and other "real world" input devices. 


TO ORDER BY PHONE: 

Call (503)342-1271 (8-5 PST) and 


have your VISA/Mastercard/AMEX 
ready. Shipping cost is $5 per order, 
or $8 for fast 2nd day air delivery. 
Most phone orders processed within 2 
working days. Sorry, C.O.D.’s not 
accepted. If ordering by mail, allow 
two weeks for personal checks to 
clear. SO day return guarantee if not\ 
totally satisfied. Please specify com- 
puter make when ordering. 


A COMPLETE PRODUCT 
Speakers includedi Or use your own stereo 
headphones or Hi-Fi system. Comes with demo 
and utility software. Board installs in minutes into 
an available slot (not for use with micro-channel bus). One year warranty. Proudly made in 
the U.S.A. Covox has been manufacturing audio and voice recognition products for PC’s 
since 1983. Call, write, or FAX for a FREE catalog. 

BEST VALUE FOR A PC SOUND CARD -ONLY $1 19.95 

CX>VOX INC. TEL 503-342-1271 

675 Conger St. FAX 503-342-1283 

Eugene. OR 97402 BBS 503-342-4135 

All Trademarks acknowledged as the properties of their respective owners. 

Copyri ght © 1990, Covox Inc. SOUND MA STE R is a registered trademark of Covox Inc. 
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World War I? 

Enjoy the Flap from Wings 

by Allen L Greenberg 


TITLE: 

Wings 

SYSTEM: 

Amiga 

PRICE: 

(49.95 

PUBLISHER: 

Cinemaware 



C aution: Don’t seek to con- 
vince the youthful pilot 
that just because his 
mama put a quarter in the slot 
and there happens to be several 
wires supporting his aircraft and 
his flight path consists of the 
same pre-determined circle, that 
he isn’t flying a real airplane. 
Similarly, a fighter enmeshed in 
Cinemaware’s Wings may not 
wish to be told that his or her ex- 
ercises may bear only a superfi- 
cial resemblance to flying com- 
bat in the first World War. While 
some serious pilots will dismiss 
this program as merely an overly 
streamlined flight simulator. 
Wings is really a whopping good 
arcade experience. The game is 
further enhanced by the presence 
of dramatic scenes between ac- 
tion sequences. 


A View From Above 
The Trenches 


Taking place between 1916 and 
1918, Wings unfolds as a per- 
sonal narrative of that great war, 
from the perspective of a young 
American pilot, in somewhat wide- 
eyed "Oh-gosh-oh-gee-whiz" ter- 
minology, the fighter recounts his 
story, which is illustrated by both his own aerial adventures and 
wartime newspaper headlines. In well-designed contrast to the 
spirited arcade nature of the action sequences, these narrative 
links appear to be historically accurate while also explaining the 
significance of the individual missions. 

Airplane control is performed entirely with the Joystick. In the 
Wings school of flight, as the package-notes indicate, there are 
no complex keyboard commands to call on while flying. There 


There are two other sequences, 
however, for which the player 
has oniy an external view of the 
battle. A strafing sequence uses 
a three-dimensional perspective 
of roads lined with infantry, tents 
and vehicles. The player flies 
overhead, machine guns blazing. This is similar to the by-gone 
(but very popular) arcade game from Synapse, Biue Max. The 
resulting mayhem includes objects which explode and soldiers 
who moan and roll over in pools of blood. There are also bomb- 
ing assignments which are viewed from directly over the plane. 
The landscape scrolls beneath while enemy fighters descend 
from the opposite direction. 


are also no gauges to read, nor 
even any displays to indicate 
such critical information as dis- 
tance above the ground. All this 
data must be interpreted by the 
player from Cinemaware’s 
trademark true-to-movies 
graphics. 


The majority of battles are 
played from within the cockpit, 
using the pilot’s point of view. 

This view is a bit narrow, how- 
ever, and may cause some 
frustration when enemy planes 
dance effortlessly into a blind 
spot. The player-pilot may switch 
the display to either of the two 
side windows or the rear window. 
However, this still reveals only a 
limited portion of the battle 
space. Unlike many other combat- 
flight simulators, an external view 
of the flying action is not avail- 
able. 


What You See . . . 
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A Flyboy’s Life 

Wings also includes some role-playing features. Each pilot 
enters the game with a small number of ability-points. These are 
for the player to distribute among the attributes of flying, shoot- 
ing, mechanics and stamina. Players in the roles of pilots who 
possess greater flying and shooting ratings will have an easier 
time controlling their planes and bringing down the enemy. A low 
rating in mechanics will cause the player’s guns to jam more fre- 
quently during combat— an experience sure to draw exclamations 
from players as least as loud as "the shot heard round the 
world." Stamina reflects the pilot’s ability to survive a forced land- 
ing, which is the only time in the game a player needs to worry 
about landing his plane. As the pilot survives and succeeds in 
bringing down more enemy planes, the ratings in each category 
will rise an appropriate amount. 

There are over 230 missions in the campaign game which is 
Wings, the majority of which are of the dogfight/combat variety. 
An important note is that these will probably not h>e carried out 
by the same pilot. According to the excellent historical back- 
ground which accompanies the program, pilots were often not ex- 
pected to live more than a few weeks once they began their 
duty. The player must replace fallen pilots with rookies who 
must, again, build up their abilities. While pilots come and go, a 
complete game of Wings begins and ends concurrent with the 
war. Of course, no one likes to observe the passing of a favorite 
character, and one need not do so as long as there are blank 
disks available. 



Mission: Possibie 

As players progress through the war, they can expect the mis- 
sions to become increasingly more challenging. In the earliest 
dogfights, the enemy is usually found at a delightfully lower al- 
titude than the hero. The enemy will also often cooperate by 
facing the opposite direction until the attack is upon him. Also, 
as if by some special arrangement, the enemy has volunteered 
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Having a hard time getting enough players together for your favorite role I 
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by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the 
world of play-by-mail (PBM) gaming. Virtually every 
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So why delay and miss out on ail the fun? Read I 
PAPER MAYHEM and take advantage of PBm| 
gaming. 

SEND SUBSCRIPTIONS TO: PAPER MAYHEM 
(DeptCG) 

1518 Adams St., 

Ottawa, IL 61350-4770 
U.S. SUBSCRIPTIONS: 1 year $20.25 2 years $35.10 Sample $4.50 1 

FOREIGN SUBSCRIPTIONS; 1 year to Canada $26 25, 1 year to Europe $41 10; 1 year to Australia $47.40 P 
All subscriptions to PAPER MAYHEM are to be paid in US funds and drawn from US banks. Foreign subscrip | 
tions are asked to use International Money Orders in US furrds. 


December 1 990 Circle Reader Service #63 



SPORTS FANS... 

THE SPORTS SIMULATIONS YOU HAVE 
BEEN WAITING FOR ARE HERE! 

3 IN 1 FOOTBALL 

• with Stats Compiler for each player and team 
• you choose from 14 offensive plays and 6 defensive 
formations • includes 180 college teams and the 28 Pro 
teams from the ’89 • season PLUS 174 great college 
and 189 great pro teams of the past 

BASKETBALL; THE PRO GAME 

• each player contributes as they did in real hfe • 
Stats Compiler • you determine starting lineup, 
substitutions, shot selection, passing, offensive and 
defensive styles of play and more • the Pro Game 
features the 23 Pro teams from ’89-’90 and 
more than 190 great teams of the past 

Send check or money order for $39.99 each. 

Visa and MasterCard accepted on phone orders only. 
Please add $2.00 for postage and handling. 
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to go venturing out in manageably small numbers. Also, the 
American fighter has other members of his squadron alongside 
to back him up. This may be frustrating for some players who 
will lose credit for a kill because a digitized buddy manages to 
get the final shot at an enemy plane which the player has just 
finished pounding. 

Soon, enemy planes will appear In greater numbers, forcing the 
odds to creep slowly towards the other side. Similarly, enemy 


planes will begin to appear from the more dangerous positions 
which are above and behind the pilot. During the strafing mis- 
sions, targets will be more difficult to follow and the player will 
find avoiding ground fire a more strenuous activity. There will 
also be a number of Red Cross vehicles which must not be 
harmed if the pilot is to receive full credit for his otherwise suc- 
cessful efforts. 

"Switch on. Contact!" 

Wings is supplied on two (Amiga) disks. Copy protection is 
strictly by the manual, and a key word must be supplied when- 
ever a new pilot is introduced to the squadron or at the begin- 
ning of a session when a game in progress is resumed. Only one 
game in progress may be stored on a disk. However, by 
manipulating disks or files, players will easily find ways to store 
multiple games. The program may be Installed on a hard drive 
and this is strongly recommended— there is a lot of drive access 
during play. Lucky owners of an Amiga with at least three 
megabytes of RAM will be able to install the program in memory 
and forget about that problem. Amiga owners must also remem- 
ber to close all non-essential windows (as is the case with most 
Cinemaware releases for that machine) or the program will crash 
(thus depriving the pilot of his chance to do so). 

It would probably be a mistake to judge Wings in the same 
category as other, more serious combat/flight simulations such 
as Lucasfilm’s triumphant Their Finest Hour. Wings has a uni- 
que look and feel to it which makes it an exciting, novel and ad- 
dicting offering from Cinemaware and well worth checking out. 
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SUPREMACY 
★ ★★★★ 
Crisis in the Far East 

In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Vladivostok. Moscow 
wants help now! 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull hack... or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy' - the world conquest board 
game fought in the nuclear age. 

FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 
At better game stores worldwide. 
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Can You Conquer The 
Galaxy? 

STARDATE 2140.2 


puts you in control of a space faring lifeform as you 
begin the exploration and conquest of the galaxy. 
Explore the stars and expand your galactic empire 
as you direct planetary conquest and colonization 
missions with great taskforces of starships built by 
your factories. 

■ Hundreds of stars and planets await discovery 

■ Multiple classes of starships to build and command 

■ Many strange lifeforms to encounter 

Available November 1990 tor IBM PC Compatible 
Microcomputers Minimum Requirements: EGA 
Graphics, hard disk and 640K Memory. 

To receive the STARDATE 2140.2 computer 
game, send a check or money order for $32.95 + 
$2.00 for shipping to address below. 

Or to receive the STARDATE 2140.2 computer 
game and the STARDATE GALACTIC MAP 
GENERATOR, which will enable you to make an 
unlimited number of custom galactic maps of stars 
and planets to be used in playing STARDATE 
2140 . 2 , send check or money order for $42.95 + 
$2.00 for shipping to address below. 


GLACIER EDGE TECHNOLOGY 
930 S. Monaco, #485 
Denver, CO 80224-1601 
303-782-9252 
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ATTENTION ROLE PLAYERS 

Our character editors allow you to modify your 
characters so they have a chance of surviving 
in these games. Virtually all aspects that make 
the character unique can be changed. Most 
editors also allow you to give characters any item 
in the game. Our hint books provide complete 
solutions to the games as well as maps in most 
cases. 

• CHARACTER EDITORS - $19.95 each 

Might and Magic (1 or 2), 

Pool of Radiance, Bard's Tale (1 or 2), 
Wasteland, Dragon Wars, 

Wizardry (Edits 1-3), Wizardry 4, 

Wizardry 5, Ultima (3, 4, 5 or 6), 

Sentinel Worlds I, Knights of Legend, 
Secret of the Silver Blades, 

Curse of the Azure Bonds, 

Champions of Krynn, Keys to Maramon, 
MegaTraveller 1, Space Rogue, 

Keef the Thief and Escape from Hell. 

• HINT BOOKS - $19.95 each 

Might and Magic, 

Wizardry (1, 2, 3, 4 or 5), 

Curse of the Azure Bonds, 

Champions of Krynn, Magic Candle, 
Knights of Legend. 

Apple and Commodore versions also available. 
Please add $3.00 for shipping and handling. 


GOSSELIN COMPUTER CONSULTANTS 

P.O. Box 1083 

Sfl Brighton, Ml 48116 
(313) 229-2453 
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Are you hero enough... 


...to ride with Gandalf, Aragorn, and the other 
Fellowship characters against the forces of the traitorous 
wizard Saruman? 

Then explore the all-new fantasy adventure game 
based on J.R.R. Tolkien's The Lord of the Rings. 


♦ Experience the faithful, detailed re-creation of Tolkien's 
classic work. 


♦ Duel one-on-one with the evil Ores and Dunlendings. 

♦ Interact with individual characters and lead the elite 
cavalry of Rohan as they battle across realistic 
3-D terrain, or let the computer 
handle the details of combat. 


igs. 
:e 


See your local retailer, or call 1-800-826-0706 to order. 
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System Requirements; IBM PC, true IBM compatibles. LXJS 2. 1 or higher. 512K RAM, MCGA, VGA, EGA or Tandy graphics card 5.25" and 3 5" disks available. Amiga and Atari STE Mouse optional. Ad Lib card support. 

The program is published with the cooperation of the Tolkien Estate and their publishers, George Allen & Unwin ( Publishers) Ltd The plot ol Riders of Rohan, the characters of the Hobbits, and the other characters tixjm the 
Lord of the Rings are copyright George Allen & Unwin (Publishers) Ltd 1S>66, 1974. 1979, 1981 All brand names and trademarks are the projXTty of their respective holders. Spinnaker is a registered trademark of the Spinnaker 
Software Corporation, ©1990 Spinnaker Software Corp. Circle Reader Service #75 
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You’ll lee fPOT 
Before You’re Uli/e 


Virgin Mastertronic*s Abstract Strategy Game 

by Wyatt Lee 




ROLAND MT-32. 

ADLIB. CMS. 
COVOX & TANDY 


P 
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THSOAUE 
CRITICS SAY 

■TWO THUMBS UP” 

-SPOT IS COOL IF 
YOU'RE SIX 
ORSIXTY 


lU. TaaUr UV-OaS (MifiMMci 


I 
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magine a game where, after a 
few preliminary moves, every 
move can change the face of 
the game board. Imagine a game where the 
player’s strategy is echoed by a cute cartoon 
choreography designed to rub salt in the open 
wounds of one’s opponents. Imagine a game 
with nine levels of sophisticated computer op- 
ponents, as well as an option for one to four 
human competitors. Imagine a game where the basic "checker- 
board” playing surface can be modified into more than 500 dif- 
ferent configurations. This is what the player experiences in 
SPOT: The Computer Game. 

"Perplex’d in the extreme . . 

(Othello, Act V, Scene 2) 

SPOT: The Computer Game bears some resemblance to the 
boardgame Othello. Those who have played the boardgame (or 
experienced it as Renaissance or Reversi on the computer) may 
well sympathize with the quotation from the game’s namesake. 
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TITLE: 

SPOT: The Computer Came 

SYSTEMS: 

IBM, Nintendo 

It PLAYERS: 

14 

PRICE: 

$39.99 

DESIGNER: 

Graeme Devine 

PUBLISHER: 

Virgin Mastertronic 

Irvine, CA 


In the game of Othello, players 
place a two-toned tiddlywink so 
that it forms a "bookend" with 
another tiddlywink the same color. Then, all the 
opposite-colored tiddlywinks which are in-between 
the "bookend" tiddlywinks must be turned over 
so that they are "transformed" into the same 
color as the "bookend" tiddlywinks. Hence, entire 
lines of tiddlywinks can be changed every move. 
Sometimes, the game seemed more like a tedious time of turn- 
ing tiddlywinks back and forth than figuring out one’s strategy. 
Also, you could only play against one opponent at a time. Com- 
puterizing Othello made the game much more accessible. One 
no longer had to turn the "tiddlywinks" over, but play was still 
limited to one opponent. SPOT takes the idea of transforming 
"tiddlywinks" to a new plane by adding new moves, new op- 
ponents, new board configurations and an optional time limit for 
moves. 

In SPOT, one places his or her "tiddlywink" adjacent to as 

(Continued on page 112) 
Circle Reader Sen/ice #53 » 
Computer Gaming World 





27 scenarios of 31st-century po- 
litical and military strife, set on five 
planets. The story line changes with 
the outcome of every decision you 
make, every battle won. . . or lost. 


Over SS kinds of ‘Mechs — in- 
cluding the newOmniMechs’^v - and 
other BATTLETECH combat units, 
including AeroSpace fighters, tanks, 
and infantry. 


Unique real-time combat sys- 
tem. Hear constant reports from 
your forces, the Crescent Hawks. 
Watch your maneuvers unfold be- 
fore you. 


FASA's futuristic BATTLETECH® universe explodes into action on an epic 
scale. ^ 

As the young MechWarrior® Jason Youngblood, you saw your father 
taken prisoner by the treacherous forces of House Kurita in BATTLETECH 
THE CRESCENT HAWKS' INCEPTION. Now strike back, in the white-hot 
sequel to the original BATTLETECH computer game. 

Lead your bold force of BattleMechs®, awesome 31st-century warrior 
robots, in a daring mission of rescue and revenge. Then defy the great- 
est threat ever to the Inner Sphere — the Clans, who have 'Mechs* and 
weapons like nothing you've ever seen before. 

THE CRESCENT HAWKS' REVENGE 

for MS-DOS computers. 


True 256-color MCGA graph- 
ics, plus digitized speech and an 


See your local retailer or call 1-800-227-6900 to order. 


advanced musical score that sup- 
ports Ad Lib', Roland , Tandy' 
music, PS/1 and Sound Blaster^'^ . 
NO PREVIOUS BATTLETECH 
EXPERIENCE REQUIRED. 


inpoconv 


‘ 1990 INFOCOM. BATTLETECH, BattleMech, 'Mech, and MechWarrior are registered trademarks and OmniMech is a trademark of RASA Corp. Board 
game design, characters, and universe ^ 1988 RASA Corp. Ad Lib is a reg. trademark of Ad Lib Inc. Sound Blaster is a trademark of Creative Labs, Inc. 
MS-DOS is a reg. trademark of Microsoft Corp. PS/1 is a trademark of IBM. Roland is a registered trademark of Roland Corp US. Tandy is a reg. 
trademark of Tandy Corp. 








Blitzkrieg 

☆ WHUTE DEATH 


White Death 


Suez ’73 


White Death: Russian counter attack Nov ’42 
Mission: Retake the vital Leningrad Railroad. 
Encircle and destroy German Units in the 
heavily fortified city of Velikiye Luki. 


Suez ’73: Arab and Israeli Units clash along 
the Suez Canal during the 1973 war. Fast 

moving Computer 
Opponent makes 
an even more fun, 
exciting, and 
challanging game. 


Scrolling Tactical Maps 


Strategic Maps 


The Battle of 
Chineae Farm: 
October 15-19, 1973 


Command Simialations 


330 S. Decatur #218 
Las Vegas, NV 89107 
(800) 242 1942 Visa, MC, COD 
Available IBM 640k & VGA, Amiga 1 Meg. - $59.95 
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Survey 


Re-Sounding 
... Computers 

(Continued from page 61) 

Each board offers plenty of benefits for 
the price but each also has enough 
liabilities to suggest why one may want 
to consider one of the other options. At 
the very least, this author firmly believes 
that anyone who does purchase a sound 
board should obtain nothing less than an 
AdLib board. 

To date, AdLib has sold over 100,000 
boards and employs the FM technology 
that is the overwhelming standard used 
today. The quality is such that the buyer 
invariably asks himself why he hadn’t 
bought one sooner. Add to this the 
AdLib’s comparatively low price and you 
have reason enough to buy one. 

The Roland LAPC-1 provides, without 
a doubt, the highest quality sound avail- 
able on a rc today. Everyone who hears 
it wants one, badly. It doesn’t hurt that 
the MIDI standard is so prevalent in the 


music industry that you can expect it to 
migrate to the gaming environment at 
any time. Roland makes it very difficult 
to look elsewhere, but a few shortcom- 
ings may make it a necessity. The LArc- 
1 supports only music or sound effects 
based on music instruments. It also costs 
more than one might wish to pay. For 
these reasons, it is recommended only to 
those who either want to play serious 
music with their PCs, or for those people 
who like to have the biggest and best of 
everything (no matter what it costs). 

The Creative Labs folks have worked 
very hard to make the Sound Blaster a 
standard. Currently, there 
are over 70,000 buyers 
and current trends indicate 
that the Sound Blaster 
could possibly surpass 
AdLib in sales by 
Christmas. While costing a 
bit more than an AdLib 
card, it also provides 
more. When one takes 
into account the free 
game port, text-to-speech 
capability, true digitized 


sounds, MIDI compatibility, and more in- 
cluded software, Sound Blaster an excel- 
lent value. 

The Best Of All Possible 
Worlds . . . 

What does all of this Information mean 
to the consumer? One can only be as- 
sured that as larger developers continue 
to push multimedia technology forward, 
superior PC sound support will become 
even more commonplace than it is 
today. If one hasn’t heard what a PC can 
truly sound like, now is the time to listen 
and buy. CGW 



Roland LAPC-1 


AMIGA 3.5 EXTERNAL DRIVE.$89.95 

MAXX YOKE PC OR AMIGA 69.95 

SOUNDBLASTER 154.95 

JIMAX II 139 95 

GRAVIS jdYSfickJc7AmA...39.95 



MISSION CONTROL; 


Where You're In Command! |" 


IBM 


Amiga 


2400 BAUD INTERNAL 
MODEM 


2400 External $99 
2400 Internal $79 

100% Hayes compatible 
USA made 5 year warranty 


IBM/APPLE 

Joystick 

$11.95 


Space Ace 

$37.95 

Curse of the Azure Bonds 

$33.95 

Links 

37.95 

Rliie Max 

33.95 

NFL Pro Football 

49.95 

M-1 Tank Platnnn 

37.95 

Ultima VI 

41.95 

F-19 Stealth Fighter 

37.95 

Knights of the Sky 

37.95 

Hardball II .T. 

29.95 

Amazing Spiderman 

21.95 

Dragon Wars 

31.95 

Covert Action 

37.95 

ftArnnrl Front 

33.95 

Spellcasting 101 

37.95 

Harpoon 

41.95 

Harpoon 

39.95 

Pool of Radiance 

33.95 

LightSpeed 

37.95 

Checkmate 

31.95 

Robocop II 

18.95 

The Animation Studio 

104.95 

Drakkhen 

37.95 

RIoofi Rolativos 

33.95 

Countdown 

37.95 

F-29 Retaliator 

33.95 

BattleTech II 

29.95 

Wings 

33.95 

Battlechess II 

29.95 

Deluxe Paint III 

89.95 

Arachnophobia 

39.95 

Leisure Suit Larry 1,11 or III 

39.95 

Dick Tracy 

32.95 

Photon Paint V2 

49.95 

AH-64 Helicopter 

37.95 

Miisio X 

69.95 

Lord of the Rings 

32.95 

UMS Nations at War 

37.95 


Foreign accounts 
& special orders welcome! 
Complete catalogue available! 


MISSION CONTROL: 

Software k Accessories for the PC, Amiga k C64 

170 Broadway • WY NY 10038 • Suite 201 


Orders: 8009997995 
8129687168 

lOam - 7pin M/C & Visa 
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Scorpia's Column 


Scorpion s View 

(Continued from page 66) 

game in some instances) if he doesn’t have the right item(s) with 
him to soive a particuiar puzzle. 

Worlds of Fears (Game Play) 

All right, that takes care of the mechanics. Mow let’s talk about 
the main event, the game itself. Rrst, this is not a jaunt for begin- 
ners. Altered Destiny is definitely aimed at the mid-level and up 
of adventuring. So, you can expect to put in a fair amount of 
time on this one. 

The plot is fairly straightforward: it’s the old chestnut of saving 
the universe. This time around, we have the twin brothers Jon- 
quah and Helmar, as well as the Jewel of Light. Despite its 
name, the Jewel is a cormpting influence and Helmar has suc- 
cumbed to it (sounds vaguely reminiscent of the shards in CJl- 
tima V). His use of the Jewel will eventually destroy everything, 
unless he is stopped in time. 

Jonquah has been imprisoned by his brother, but has enough 
power left to call for a hero. Who he actually gets is P.J. Barrett, 
Yuppie middle-manager. There’s no time to look for anyone else, 
so it’s up to P.J. to put an end to Helmar’s nefarious doings. 

As you might expect, the action does not take place on Earth, 
but on another planet called Daltere. It’s a typical Berlyn world: 
weird. There’s no other description for a place where information 
falls from the skies in little pieces, trees grow with roots up in- 
stead of down, and islands float in the air, anchored by a com- 
plex vine system . . . and that’s just the start. 

Weird critters abound, too, and you can speak to most of them. 
Well, some of them. Basically, there are three types of beings 
here: the intelligent ones, like Lantra, who are helpful in one way 
or another; non-intelligent hostile types, like the clamchops 
(cross a clam with "Jaws" and that’s what you get); and the non- 
intelligent "window-dressing" creatures, such as quids and 
fluboxes, who are around to emphasize this isn’t home. 

It’s pretty obvious this isn’t home when, after his initial chat 
with Jonquah, P.J. finds himself on the floating island. Naturally, 
the first thing P.J. does is walk around and talk to everyone he 
can. Let me insert a warning here to "Save Often." It is, alas, all 
too easy to die in this game. One wrong step and P.J. will find 
himself falling into eternity or some equally final situation. It’s 
going to happen sooner or later (and possibly many times). So, 
use that save game function. 

Op here, P.J. will meet Alnar, Tentro, and Vindah. Actually, Vin- 
dah isn’t on the main island, but a small one nearby. P.J. will 
have to figure out a way to get over there, but it’s really not 
hard. Along the way, naturally, anything that’s not nailed down 
should be picked up for future use. 

Once P.J. has spoken to the three beings on the island, it’s 
time to find transportation to the surface (think small). He arrives 
at a crossroads and much of the game will be taken up with solv- 
ing puzzles around this area. Four paths lead off to the north (a 
nasty canyon), west (Weird Woods), south (Order of the Jewel), 
and east (Forest of Dreams). 

The Order of the Jewel is a good place to start. We’ll hope P.J. 
has brought his invitations (can’t get in without ’em). This area is 
home to Lantra (caretaker of the crystal garden) and Master 
Towhee (caretaker of scrolls). Let me save you some time by 
saying that you can’t get past any of the locked doors, so leave 
them be. Lantra and Towhee are all you need to worry about 


here; both will provide important items, under suitable circumstan- 
ces. 

A stroll over to the Weird Woods shows this place is aptly 
named, being filled with all manner of strange vegetation. If P.J. 
looks up, he’ll see there’s another area above him, which he’ll 
have to reach somehow. Further along in the woods is the Pool 
of Light, guarded by a mean critter called the aRRaRRa. P.J is 
going to have to fight it, although right now is not the best time. 

1 had some trouble here, since I used keyboard input such as 
"fight aRRaRRa" and "hit aRRaRRa with sword", none of which 
worked. P.J. has to lie maneuvered physically with arrow keys or 
mouse to combat the creature. Keep that in mind for when he’s 
ready for the confrontation. 

The Canyon of Fears is an exercise in aggravation. P.J. has to 
walk through several screens of long, narrow pathways 
suspended over the ground. One misstep (and they’re easy to 
make!) and it’s time for a restore. Saving often'is an absolute 
necessity here. 

These pathways lead to the Yula graveyard, where an important 
item must be obtained. P.J. can get it by doing the obvious 
thing, but only when standing in exactly the right spot. Move 
around and keep trying from different locations. 

The Forest of Dreams is an odd place. In fact, it’s really two 
places. P.J. will have to figure out how to get from one to the 
other. Just remember that both are real and he can die in either 
of them, if he isn’t careful. This is especially true when walking 
past pits of acid. 

Eventually, the time will come when P.J. is ready (we hope) to 
take on Helmar. This requires travelling across the Howler Lake 
(bring eveiything that hasn’t been used yet). P.J. should not at- 
tempt the trip until he has solved all the puzzles to this point. 

The island on which Helmar’s castle sits is populated by bizarre 
and hostile types of mutated plants. There are several at the 
dock where P.J. lands, and he hasn’t much time to figure out 
what to do about them (saving upon arrival is a good idea). For- 
tunately, his inventory by now should be smaller, and trial and 
error, if nothing else, will provide the solution. 

A careful tour of the pathways will bring P.J. to the castle door. 
Inside is a sort of elevator that will take him up (with a little ef- 
fort) to the crystal maze. Walking around at random won’t do 
much good here, as P.J. will need a little divine assistance to find 
his way through to Helmar. 

The final confrontation goes pretty quickly, one way or another. 
P.J. gets his choice of weapons and the correct one to pick is 
rather obvious, if you think about what Helmar will be using. 

After that, the rest is pretty much automatic and a bit flat. 

There’s no sp>ecial graphic when P.J. defeats Helmar, and 
Helmar’s abmpt return to goodness (without the least bit of strug- 
gle) when Jonquah appears is a little too deus ex machina to 
be satisfactory. 

Proffered Destiny (Conclusions) 

In spite of the problems mentioned above, this is still a game 
worth playing, especially if you’ve had your fill of the easy adven- 
tures that glutted the market over the summer. The vision of a 
bizarre and alien environment is well-realized, the puzzles (most 
of them, anyway) are tough but fair, and there are some interest- 
ing touches of humor here and there throughout the game. 

That’s about it for this look into the crystal ball. CGVV 

Copyright 1 990 by Scorpia, all rights reserved. 
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Review 


Lands and Legends 

TurboGrafx 16*s Ys I S II 

by Roe R. Adams, III 





CD GRAPHICS 
ROLE-PLAYING GAME 


T he hottest advance in gaming this 
year has been the debut of 
programs on CD-ROM disks from 
Japan. This technology promises to 
open new vistas for the computer role- 
playing game (CRPG) player, as program- 
ming space opens up to an incredible 54 
megabytes with full audio/voice channel- 
ing. So far, only a couple of the many 
CD-ROM games which are currently avail- 
able in Japan have crossed the Pacific. 
Most of those, however, were merely 
straightforward ports. The latest CD-ROM 
from NEC for their TurboGrafx-1 6 game 
machine \s Ys I & II. Ys is the first CD- 
ROM available here to actually show off 
the new capabilities of the technology. 

The Ys series (pronounced "EASE") 
has been a big hit for five years in 
Japan. The first game in the series. An- 
cient Ys Vanished, was released in 1985 
in Japan on the NEC 9800 computer sys- 
tem. Vs IV will be released in about six 
months. The capacity of NEC’s CD-ROM 
disk is so large that it contains both of 
the first two scenarios uncut. For this ef- 
fort, one of Japan’s top new program- 
mers, Hiromasa Iwasaki, did an amazing 
job of plastic surgery on the scenarios. 


While the storyline is completely 
unchanged, Mr. Iwasaki and a 
team of artists totally revamped 
the graphics and added or- 
chestral sound. 


Ys was the first Japanese game 
system to emulate the famous 
Sierra King's Quest graphics 
look. In the last five years, how- 
ever, graphic concepts have 
evolved considerably. Drawing 
heavily upon the Japanese style 
of animation known as "anime," 
a new ten-minute background se- 
quence has h>een added at the 
beginning of the game. Spec- 
tacular scenes scroll by on the 
screen to a lush background of 
music, while a narrator (heard in real 
voice, not digitized!) tells of the history of 
Ys. This is a terrific opening to show 
one’s friends (or wife) why all that 
money was spent to get the CD-ROM add- 
on for the TurboGrafx. Also, at key junc- 
tures in the game, special new anime se- 
quences highlight the action. The gaming 
landscapes and buildings of Ys have real- 
ly been brought to a vivid level and the 
graphic pictures of people talking have 
been considerably enhanced. 


The story revolves around an ancient 
tragedy. Seven hundred years ago, the 
land of Ys was created by two beautiful 
goddesses. For many generations, the 
land prospered and a golden age existed. 
Then, one day, six wise priests tried to 
make a magical metal (called Cleria) out 
of Light. Unfortunately, in the process of 
making Cleria, part of the Light was 
reflected. This reflection of Light created 
an evil darkness named Darm who 
rampaged through Ys, destroying all the 
culture and the cities. After much havoc, 
the six priests managed to use all the 
power of their magic to escape from 
Darm’s reach. The solution was a trifle 
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drastic, but then such is the stuff of 
iegends. They floated the land of Ys up 
into the sky to contain Darm, while they 
remained on the ground! The chronicles 
of these events were written down by 
each priest. Then, they hid these six 
books away in secret places so that no 
one would be tempted to duplicate the ex- 
periment. 


700 years later, Adol, our hero, comes 
across the water to the land of Esteria, 
where he is hailed (much to his surprise) 
by a seeress as the fuinilment of legend. 
She is even waiting on the pier when the 
boat lands. Now there is an accurate 
foretelling! Adol’s quest is to discover 
what happen to the ancient vanished 
land of Ys. Toward that end, he must 
seek out and recover the six legendary 
books of Ys. 


The town, in which Adol begins his ad- 
venture, is full of trouble from kidnapped 
relatives to a missing silver harmonica, 
all which need various kinds of help. Solv- 
ing each of these mini-quests furthers 
Adol along the path to the first book. 

His initial obstacle is to become strong 
enough to survive outside town. In the 
beginning, Adol can only afford to buy is 
a simple sword and basic armor. Even a 
wooden shield is beyond his purse’s 
budget. Be sure to save the game fre- 
quently throughout the adventures, not 
just in the beginning. It is very easy to 
die in /s, because the monsters actually 
pursue the player, homing in on him and 
attacking. 

Besides the usual choices of swords, 
armor and shields, Adol may also ac- 
quire four special rings: a power-ring, a 
ring-mail, a timer-ring, and a heal-ring. 

The timer ring slows down the monster 
movements on the screen, which can be 
critical to avoid encounters with powerful 
roaming creatures. An ornate Mirror af- 
fords escapes from combat while a Wing 
provides a handy teleport back to town. 
Arms, weapons, and items are ail 
portrayed on the inventory screen by well- 
drawn icons. Highlighting the choice 
equips or uses the selection. 


Once Adol advances a few levels and 
can afford better armor, he may safely 
cross the bridge into the main part of the 
game. Due east, there is another village 
which will yield valuable clues, add yet 
more quests, and point Adol up the hill 
to an ancient temple. Statues of the two 
ancient goddesses mark the way within 
the temple. One statue will even teleport 
the player into the labyrinth beneath the 
building. Many of the initial quests will be 
solved within the confines of the temple. 
Wearing a special Mask is needed to find 
a secret passage within the temple’s 
lowest level. 

The next phase of Adol’s adventure 
leads him into a deep cavern complex, 
where he is immediately attacked by 
some things that look like rabid raspber- 
ries. Ghosts and dark knights also 
wander here, so make sure that Adol is 
ready for all this fun! A unique feature of 
the caverns is the way light is handled in 
the game. Instead of just illuminating 
everything, the game only puts a globe 
of light around Adol. Everything else is 
murky darkness. This makes for thrills-a- 
minute as walking around a bend in the 
corridor usually puts Adol right into the 
arms of a monster the player couldn’t 
see until then! 

Brushing the cavern dust from his 
armor, Adol now stares up at a very tall 
tower. Here is where the rest of his adven- 
tures will occur until he Finally defeats the 
end guardian and retrieves the sixth 
book. In fact, when any of the major guar- 
dian monsters are activated in the game, 
a player will only be able to defeat it if 
Adol’s level is high enough and he has 
the best weapon/armor available at the 
time. No lucky shots or clever strategies 
work in these situations. Getting wasted 
by guardians becomes a very common af- 
fair if a player is good and starts romp- 
ing through the scenario ahead of Adol’s 
development. The ending, though, is 
another fine anime sequence that will 
delight the player. 

Ys II, The Flying Ancient Land of Ys, 
begins with Adol arriving in the aerial 
city, guided by the information in the six 
books. His quest is to somehow defeat 
Darm and return Vs back to the planet. 
Along the way, he must rescue Lilia, who 
is held captive by Darm. 

The first segment on the surface ends 
with Adol’s defeating a giant demon. This 
gains him entrance into the Ice Park. 

Here, various items must be discovered 
and then used in a certain position for 
Adol to proceed. This is the first real ad- 
venture gaming aspect of the Ys series. 


To exit from the ice Park, Adol must 
defeat an even bigger demon. Now he 
enters the Burn Land, which is full of ex- 
tremely horrible monsters. There, he 
must find the legendary Duck Demons 
(no doubt a Disney spinoff!) and rescue 
a kidnapped boy named Tarf. Not too 
surprisingly, another huge demon blocks 
Adol’s exit from this horrible land. 

Ahead lies the Solomon Shrine where 
Darm awaits. The Evil One has prepared 
an especially nasty surprise for our hero. 
Lilia is to be sacrificed upon the twelfth 
stroke of the giant temple bell at the top 
of the pyramid! As Adol fights his way up- 
ward through the maze levels, the player 
periodically hears the bell deeply toll yet 
another stroke. It is a very clever artifice 
to engender suspense and heightens the 
player’s sense of urgency. Finishing off 
Darm and landing Ys yields another fine 
anime ending, even better then the clos- 
ing sequence of Ys I. 

All games have a down side, and Ys’ 
Achilles heel is its combat system. Here, 
Ys really shows its age and its evolution- 
ary arcade roots. To engage in combat, 
all that has to happen is for Adol to literal- 
ly run into a monster. As long as the two 
figures are touching, there is combat 
until one dies. This form of combat 
might be humorously referred to as the 
"bump-and-grind" school of fighting, but 
alas, it is rather boring by today’s stand- 
ards. 

The game play is the same for both 
games, but Ys II has a much enriched 
graphic look. Parts of the land look like 
giant interconnected wooden puzzle 
pieces viewed at a slight angle from "top 
down." This creates a wonderful three- 
dimensionality to the landscape. Again, 
lush music orchestration accompanies 
our hero throughout his trials, and 
sweeps him toward victory. Ah, but is vic- 
tory complete? Stay tuned for Ys III, 
Wanders from Ys, for the answer to that 
question. 

NEC has not set a firm date yet for its 
debut on CD-ROM in the OS, but look 
toward next summer for its release. 
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CALL FOR ADDITIONAL SOFTWARE NOT LISTED 


Nintendo Unleashes the 
Final Fantasy (Part I) 

by Roe R. Adams, III 


A title such as Final Fantasy had 
best not be the label for a penul- 
timate fantasy game, lest it be 
scoffed at for pretentiousness. Rejoice, 
then, for the happy news is that (at least 
for the time and in the place where it 
was created). Final Fantasy did, indeed, 
deliver the goods and thus, in its day, 
was aptly named. The bad news, how- 
ever, is that its "day" was five years ago 


and its birthplace Japan. While current 
Japanese role-playing games have ma- 
tured greatly since then, five years ago 
they were merely imitative clones, lag- 
ging somewhat behind U.S. game 
development levels. Therefore, if one can 
accept that Final Fantasy for the Ninten- 
do is a game in the tradition of Ultima 
III, it will be much easier to relax and 
enjoy it. 


As with many role-playing games, one 
must first generate a team which consists 
of four members. Character class choices 
include: Fighter, Black Belt, Thief, White 
Mage, Black Mage, plus an unusual addi- 
tion entitled Red Mage. Players must care- 
fully consider the subtle pros and cons of 
each class carefully, for they have some 
unusual twists. Naturally, characters 
begin as entry level in their class and, at 



CALL TOLL FREE 

l-(800) 688-277C 


One stop for all IBM & PC compatable games and productivity software! 


TOP TEN 


* THEIR FINByr HOUR 37.50 

* F-19 STBALTHBOMBBR 43.75 

* HARPOC»^ 37.50 

* SIMaTVD.P 32.50 

* Ml TANK PLATOON 43.75 

* POPULOUS 3U5 

* STARFUGHTn 3125 

* RED STORM RISING 3425 

* BATILEHAWKS 1942 3125 

* SWORD OF ARAG W 25.00 



CARMEN TIME 31.75 

CARTOONERS 37.50 

CEhiTURIAN DEFENDER . . . 31.25 
CHAM/SCI MUTANT D.P ...31.25 
CHAMP OF KRYNN 5.25 ...31.25 

CHESSMASTER2100 31,25 

CLUE 25.00 

CODENAME ICEMAN D.P. . . 37.50 
COLONEL'S BEQUEST DP .37.50 
CONQUEST OF CAMELOT .37.50 

CRIME WAVE 37.50 

CURSE OF AZURE BONDS . 31 .25 
D. WOLF SECRET AGENT. . 31.25 

DEF. OF THE CROWN 26.50 

DOUBLE DRAGON II 24.95 

DRAGON OF FLAME 24.95 

DRAGON STRIKE 31.25 

DRAGONS LAIR 43.75 

DRAGON WARS 31.25 

DRAKKHEND.P 37.50 

DUCKTALES 28,25 

EARTH RISE 31.25 

ECHELON 37.50 

EMPIRE 31.25 

F.15 STRIKE EAGLE 2 DP ..34,50 

FACES/TRISIII 24.95 

FAERY TALE 24.95 

FERRARI FORMULA 124.95 

FIRE BRIGADE 31.25 

FLIGHT SIMULATOR 4.0 ...48.75 
FLIGKT OF INTRUDER ....37.50 

GENGHIS KHAN 37.50 

GO MASTER 49.95 

GREG NORMAN SHARK . . . 24.95 

GUNBOAT 31.25 

GUNSHIP 31.25 

HARDBALL II 31.25 


HARPOON EDITOR 

. .24.95 

HARPOON BATTLE SET . . 

. .18.75 

HEATWAVE 

. .24.95 

HERO'S QUEST D.P 

. .37.50 

HEROES OF THE LANCE . 

. .29.95 

★ HIJAAK 

. .93.76 

HILLSFAR 

. .37.50 

HOYLES GAMES II D.P... 

. .21.95 

HOYLES BOOK GAMES DP .24.95 

IKARI WARRIORS D.P ... 

. .24.95 

JACK NICLAUS GOLF .... 

. .31.25 

KEYSTOMARIMONT .... 

. .31.25 

KINGS BOUNTY 

. .24.95 

KINGS QUEST 111 D.P .... 

. .31.25 

KINGS QUEST 1 D.P 

. .31.25 

KINGS QUEST IV D.P .... 

. .37.50 

KINGS QUEST II D.P 

. .37./50 

KNIGHTS OF LEGEND ... 

. .31.25 

L. SUIT LARRY III DP .... 

. .37.50 

L.SUITURRYIIDP 

. .37.50 

LOOM 

. .41.00 

MADDEN FOOTBALL .... 

. .31.25 

MAGIC CANDLE 

. .31.25 

MANHUNTER2-S.F..D.P.. 

. .31.25 

MANHUNTERD.P 

. .31.25 

MANIAC MANSION D.P . . . 

. .16.25 

MAVIS BEACON TYPING . 

. .31.25 

MECH WARRIORS 

. .34.95 

MEGATRAVELLER 

. .37.50 

MIDWINTER 

. .24.95 

MIGHT & MAGIC II 

. .37.50 

MON. NIGHT FOOTBAL . . 

. .31.25 


STARTREKiKOBAYASHI . . 

.24,95 

STARFlEETII 

.37.50 

STORM ACROSS EUROPE 

.37.50 

SWORD OF SAMURAI . . . . 

.34.50 

TEENAGE NINJA TURTLE . 

.24.95 

TEST DR. 11 THE DUEL . , . . 

.31,25 

TETRIS D.P 

.21.75 

THE HUNT FOR RED OCT . 

.31.25 

TIMES OF LORE 

.26.25 

TREASURE TRAP 

.24.95 

TV SPORTS FOOTBALL ... 

.31.25 

TYPHOON OF STEEL 

.31.25 

ULTIMA IV 

.37.50 

ULTIMA VI 

.43.75 

ULTIMA V 

.37.50 

ULTIMA TRILOGY 

.37.50 

UNIVERSE II 

.31.25 

UNIVERSE III 

.31.25 

WAR OF LANCE 

.37.50 

WATERLOO 

.37.50 

WAYNE GRETSKY HOCKEY 34.50 

WELLTRISD.P 

.21.95 

WIZARDRY 4 

.31.25 

WIZARDRYTRILOGY 

.31.25 

WIZARDRY 5 

.31.25 

WOLFPACK 

.34,50 

* PC TOOLS DELUXE 6.0 . 

.111.25 

PRINT SHOP 

.37.50 

VETTEI 

.31.25 

WIND WALKER 

.31.25 

★ WINDOWS 3.0 

.122.00 

★ WordPorfoct VER6.1 ... 

.299.00 


MONOPOLY 

.24.95 

NOBUNGA'SAMBDP 

.37.50 

NORTH & SOLTTH D.P 

.24.95 

NEUROMANCER 

.32.00 

OMEGA 

.31.25 

OMNI PLAY HORSE RACE . 

.31.25 

OMNI PLAY BASKETBALL . 

.31.25 

OPERATION WOLF 

.21.95 

PALADIN 

.24.95 

PALADIN QUEST DISKI ... 

.15.75 

PIRATES 

.28.25 

POLICE QUEST D.P 

.31.25 

POLICE QUEST II D.P 

.37.50 

POOL OF RADIANCE 

.31.25 

POPULOUS DATA DISK . . . 

.19.25 

RAILRAOD TYCOON 

.37.50 

RINGS OF MEDUSA 

.31.25 

RISK 

.24.95 

ROGER RABBIT 

.24.95 

ROMANCE OF 3 KINGDOM 

.43.75 

ROMMEL BATTLES 

.24.95 

SEARCH FOR THE KING .. 

.37.50 

SECRET OF SILVRBLADE . 

.31.25 

SILEm" SERVICE 

.21.75 

SILPHEEDD.P 

.21.75 

SIM CITY TERRAIN ED .... 

.12.95 

SKATE OR DIE 

.11.25 

SORCERIAN 

.37.50 

SPACE QUEST 111 D.P 

.37.50 

SPACE QUEST II D.P 

.31.25 

SPACE QUEST D.P 

.31.25 

SPACE ROGUE 

.31.25 
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a special point in the game, each charac- 
ter gains maturity and is thus elevated to 
a higher level within their class. To wit, 
Fighters become Knights, Mages become 
Wizards, Black Belts become Masters 
and so on. Those with long memories 
might recall the original Wizardry where 
changing Thieves into Ninjas was quite a 
breakthrough. 

Ninjas are incredibly powerful, but 
Thieves have only one real function in 
the game— making it easier for the party 
to run away from combat. 

(There is nothing to steal in 
Final Fantasy and Thieves 
make very poor Fighters). Unfor- 
tunately, to acquire a Ninja, 
one must be willing to lug a 
useless Thief around for half 
the game! 

For the meticulous planners 
out there who just can’t make 
up their minds whether to hire 
a second White or Black Mage 
for the party, the Red Mage 
class might be considered. 

These hybrid Mages learn a 
few spells on each level from 
both the White and the Black 
spell list. Red Mages can also 
wear heavier armor and wield 
better weapons than normal 
Mages (shades of an AD&D 
multi-class character). The 
problem is that with a maxi- 
mum four-member group, what 
team can afford a character 
who is not some sort of 
specialist? 

[Editor's Note — Roe’s recom- 
mended team structure for 
maximum efficiency: Two 
Fighters, one White Mage, 
and one Black Mage.] 

The story opens with one’s 
faithful party of adventurers in 
the Castle Coneria, with the 
king awaiting them on the 
second floor. He identifies the 
adventuring party as the much 
touted (if novice) "Light War- 
riors," and asks their aid in res- 
cuing his daughter, the Princess Sara. 
She has been kidnapped by the evil Gar- 
land (a typical role-playing UBG— Ul- 
timate Bad Guy) and held hostage in the 
nearby Temple of Fiends. 

Outside the castle is the town of Con- 
eria wherein the usual (almost generic) 
assortment of RPG shops are there to 
help outfit one’s team. One oddity is that 
individual magic spells must be pur- 
chased (per use) and they are quite 


pricey. While a resurrect spell is inexpen- 
sive when compared to other FRP 
games. Final Fantasy presents the 
"taxing" problem of charging for saving 
the game at the Inn! (No gold, no hold). 
Another indicator of the game’s age can 
be found in the Potion Shop. While a 
team can carry up to 99 heal potions 
(which are needed for long sessions), the 
game simplemindedly requires that each 
potion be purchased laboriously one at a 
time. (This means going through the 3- 


step purchase procedure 99 times at the 
beginning of each foray! No new game 
would needlessly bore a player so badly.) 

Once outfitted, there are no story-en- 
hancing (or distracting, depending on 
one’s point of view) side adventures, as 
the team must proceed directly to the 
Temple of Fiends to rescue the Princess 
Sara, their first great test. Contrary to all 
the dire warnings, a team of lower level 
characters can easily defeat Garland. 

One nice touch, in an attempt to alleviate 


anti-climax, is that upon freeing Sara, the 
team is teleported back to the Castle. 

After defeating a greater monster, the 
party is whisked out of the dungeon and 
back to the surface, thus eliminating the 
excruciating treks of retracing one’s path. 
This helpful feature is used throughout 
the game. 

After returning, the now joyful king com- 
memorates the return of his daughter by 
building a bridge linking his island to the 
mainland, beginning the game in earnest. 

A series of interlocking quests 
enable the team to awaken the 
spell-ensorcelled Elven Prince 
who becomes a powerful ally. 

To do this, one must first travel 
across land to the town of 
Pravoka and defeat a pirate 
crew in order to gain control of 
their ship. On a water world full 
of islands, a ship is unimaginab- 
ly useful. The party will have to 
visit the witch Matoya and dis- 
cover what she seeks, paying 
close attention to a backward 
talking broom in Matoya’s 
Cave for the vital secret of how 
to access a world map of the 
outdoors. Further itinerary high- 
lights include: the Dwarf Cave, 
the eerie Northwest Castle (full 
of Clndead), the Marsh Cave, 
and the Titan’s turinel. If the 
party is strong enough, they 
will reach the Seer Sarda’s 
cave, wherein lies the item 
necessary to complete the 
Witch’s quest. 

On these journeys, the player 
learns that the four elementals 
(Earth, Fire, Water, and Air) 
are busy destroying the world. 
One’s party must, therefore, 
track down each elemental 
fiend in its lair and defeat it. An 
important task is to find the hid- 
den circle of Sages in the town 
of Crescent Lake, for they offer 
many clues and a special item. 

A recent game machine trend 
is to include extensive hint 
(well, solution, really) books with their 
games. Nintendo has gone one very wel- 
come step further, however. While this 
reviewer normally feels that these books 
are extremely detrimental to people learn- 
ing how to play an RPG (because every- 
thing is laid out for them by the num- 
bers), Final Fantasy offers an outstand- 
ing tutorial for new players. This tutorial 
takes great pains to offer choices to the 
player and explain why certain options 

(Continued on page 100) 
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Here's the deal. We've got a test 
called the G.A.T. The Genesis Aptitude Test. 
Answer questions 1 through 7, send in your answers 
on a piece of paper with your completed 
entry form, and you could win 3 new Genesis titles 
from Electronic Arts. 

Sharpen your minds and begin . . . 



MARTIAL SPIRIT"^ ^ 

featureskarate.ro, % 

NUNCHAKU, AND KENDO. ^ 
EACH MARTIAL ART HAS 
OVER _ UNIQUE MOVES: 

A. ID 

B. E = mc2 

C. 16 

D. 7T 

E. 25 






G.A.T. QUESTION #3 


Q # IN JOHN 
• footoall: 

THE ONLY THING YOU 
mi MAKE YOUR 
PLAYERS DO IS: 


A. Call 100 different pro plays 
from John Madden's playbook 

B. Hit hard, hit often, hit mean 

C. Sell popcorn at the game 

D. Dive, spin, jump, break 
tackles, and call audibles 

E. Tough it out in the mud or 
snow to win Super Sunday 







G.A.T. QUESTION 


BATTLE 

SQUADRdN IS: 


A. An underwatnr chess game 
requiring wit and a large 
lung capacity 

B. Two Sopwith Camels and a 
Messerschmidt fighting a 
horde of locusts 

C. A World War II simulation 
with genuine film footage 

D. A rapid-fire space combat , 
game with bodacious graj}i^ 

E. None nf the abov^^ 


G.A.T. QUESTION #4 


VS. 


ANDTHENBA^PLA 
YOU CAN MASTER: 


A. Michael Jordan s awesome 

air reverse slam < 

B. Charles Barkley's monstrous 
gorilla dunk 

C. Isiah Thomas' slashing drive 
and finger-roll 

D. Clyde the Glide's ferocious 
tomahawk jam 

E. All of the above 








m 


A.T 


QUESTON 


#7 


PLAYERS 01 
OBSTACLES 


A. Land mines, hot dog^nd \ 
swamp shrews \ "V 

B. Lasers, hamburgers, and 

moving holes ^ 

C. Gravity, relativity, and math anx 

D. Terrorists, aliens, and dingo 
smugglers 

E. Adolescence, socialization, 
and genetic inheritance 




G.A.T. QUESTION #5 


A 


a ♦the. 

4 IS THE 
CENTRAL WEAPON IN 
SWORO OF SUDAN 


A. Enchanted sword 


B. Killer parakeet 

C. Industrial strength chainsaw 

D. Small to medium-sized 
thermonuclear device 

E. Rubber chicken 


1 

|f 

i 

; _ 1 

' f . 

•>. • 








BE A GENESIS QUIZ WIZ: 

WIN THREE GENESIS GAMES 

Just fill out the G.A.T. quiz and mail it (postmarked) before February 14. 1991. 
All G.A.T. quizzes with 100% correct answers qualify for a drawing to win 
the next 3 of these 4 Genesis releases from Electronic Arts: 

CENTURI6N: — Rise from centurion to mighty Caesar as you conquer the 
■EFENDER OF ancient world. Spectacular graphics and a unique blend 

ROUE ™ of role playing and strategy make a great cinematic 

adventure. 

-Feel the pressure of competing with 60 PGA TOUR pros in 
real PGA TOUR tournaments and courses. The best of live 
action TV plus the most accurate, addicting golf simulation. 
ROftO RRSH ™ — A daring, no-holds-barred. superbike road racing challenge. 

Knee-dragging danger. Anything goes — even the rules! 
ORRH — Battle evil dragons, whipcracking henchmen, and mighty 

CRSTLE wizards in a heroic quest to slay the Black Knight. 


PGR TOUR 
GOLF 


Name 

Address 


Apt 

Dty 

1 1 

State 

Zip 


Phone T-Shift Size 

Send completed G.A.T. Quiz to: 

G.A.T. Quiz, Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404-2497 
I would like to he a Genesis game advisor for Electronic Arts. Give me a call sometime. 

Ltd. 

I the NBA 
ofOec- 


Sega and Genesrs axe registered Oademarlu of 
Ptpulous. Budokan the Martial SpiriL lakers versus 
F>laYOits. Zaiy GtH. and Jehn Madden Fooiall are 
itmIc Alts. Sword of Sodaa is a lisdemaik d Disixivery Software 

Emptoyeas d Bectnme Arts, their agencies or atfHiaied campanies are 
not eligihla. Winner will ke notified by marl. 


Electronic arts' 
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'/ thought I was too old to exercise. This 
chair was my best friend. Then it came to me... 

I suddenly realized Tm too old to just sit around. ‘ 


S taying active can help you stay 
healthy, no matter your age. 

If you're an older adult, check with 
your doctor first. Then exercise regu- 
larly, three times ^ week for at least 
20 minutes. 

Whether you walk, swim, or ride 
a bike, exercise can strengthen your 
heart, muscles and mind. And help 
you enjoy life longer. 


For a free copy of "Pep Up Your 
Life," a joint publication of the 
President's Council on Physical 
Fitness & Sports and AARP, write: 
Fitness, Dept. 125, Washington, 
DC 20001 



The President's Council on 
Physical Fitness and Sports 
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Nintendo Unleashes 
the Final Fantasy 
(Parti) 

(Continued from page 96) 


will be better than others. Within the 80-page manual is a wealth 
of playing style tips and gaming perspective that is rare, indeed. 
Also included in the package are two large foldout sheets contain- 
ing a world map with notations for various localities; a series of 
maps to the major dungeons; useful weapon, armor, and spell 
charts; and an incredible monster table. This monster chart gives 
every stat on each monster, even going so far as to discuss its 
weak points and immunities! 

Mintendo has shown great restraint, however, in stopping the 
walkthrough at the game’s halfway point. At this juncture, the 
player has defeated both the Earth and Fire Elementals and has 
uncovered the airship which will take the team to the Northern 
continent. The world map does contain location pointers for this 
continent which, by being numbered, suggests an order of visit- 
ing. Yet the hint book pats the player on the back, says "nice job 
so far," wishes him good luck, and then boots him out into the 
game on his own. What a very nice touchl Final Fantasy is one 
game that strives to educate players without totally insulting their 
intelligence. 

The final dungeon is several orders of magnitude more difficult 
than the rest of the game. Finishing will be quite a challenge, 
even to veteran players, so be prepared for many attempts. The 
best approach is to explore small chunks at a time and use the 
exit spell to escape, thus allowing the party to recharge and 
heal. Even 99 Heal potions vaporize like water on a hot griddle in 
the final dungeon. One feature that is rarely needed throughout 
the rest of the game, but is extremely valuable for the end game, 
are the portable SAVE GAME items. The player may purchase or 
find Tents, Cabins, and Houses, all of which allow the player to 
save the game in the wilderness (but not underground). The Tent 
only saves the game status, while a Cabin will partially heal the 
team, and Houses not only heal, but restore magical strength of 
characters to their maximum. (The wild concept of an adventure 
team carrying around inflatable houses does not seem to bother 
the Japanese!) 

As a special treat for the players, there is an Easter Egg (a hid- 
den section) buried in Final Fantasy. To access a totally different 
mini-game "on the side," press the A and B buttons together 55 
(yes, fifty-five) times while the party is sailing the ship on the 
water. Voila! 

The Final Fantasy series is highly popular In Japan, as this 
reviewer can personally attest to. In Tokyo, a shop exists solely 
for Final Fantasy merchandising of T-shirts, mugs, posters, and 
notebooks. They even had CD records of the game sound 
tracks! The Japanese take their gaming seriously. In the O.S., 
only Disney characters rate their own exclusive shop. 

Players who enjoyed Final Fantasy and wish for a sequel will 
not have to wait long. Final Fantasy IV was released in Japan 
this year. So, look for the second scenario of this series to debut 
in the U.S. in about six months. Although it is somewhat dated, 
put Final Fantasy high on your list of games to recommend to 
people who have no idea what a CRPG is or how to play one. 
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% Master 23rd 
“ Century Tactical 
Warfare. 


Fight Alone or 
Command a 
FireteamofUpto 
16 Units. 

^^^Over 30 Combat 
Vehicles With 
35 Different 
Weapon Systems. 

Realistic 

^ Line-of-Sight 

^Go Head-to-Head 
With Opponents 
Via Modem or 



Direct Cable 
Connection. 


@ Build Your Own 
Forces Using a 
Standardized 
. Point System. 


^Uncover Hidden 
” Artifacts as You 
Patrol Planets 
Across the 
Galaxy. 


Sim Systems 


I Eni0ft0lnm»at Sottwmrw D0if9lopm»fH 


FIRETEAM 2200 is a game of tactical combat between armoured air and ground units set in the 
23rd Century. Mega*Corporadons have die wealth and technology to colonize the worlds orbiting 
distant suns. But finding a rich new world to colonize is easier than keeping it. That's where you 



HOW TO ORDER: 

Phone with Visa/MC/Check 1-800-322-8471, Mon-Fri, 8am-5pm Pacific Time. 
IBM and compatibles 5.25" version $49.95 <3.5" available). 

Amiga Version Availabte Soon! 


Scw«n shot rapntontt IBM vamlon. FlwTaaim 2200 1* a Tradamaik a( StmSyslam. SM wO Amiga are regiatsreO trademarks of totamalional Buskiess 

Machittae Coiporatiofi !Mid Commodore SeiSrontea ttd, roepeaivrty 
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Small-Unit Action, Up Close and 

Personal 


A Review Of D.R.A.G.O.N. Force 

by Jesse W. Cheng 



HQ told us this mission would 
be a routine sweep of another 
South America cocaine cartel lab 
in the bush. Sure, routine . . . 

Until Private Burbick got cut 
down by a burst of automatic 
fire. Second Lieutenant Mergen 
got us into some brush for cover. 

As luck would have it, the cover 
ran us right into a terrorist 
sniper. Greaser’s M60 machine 
gun spat at the sniper and he 
was history. Not, however, 
before Mergen got his thick skull 
dented. He’s still conscious, but 
pretty foggy right now. 

Seems the oniy problem we’ve 
got left is the rumbling coming 
towards us from the dirt road 
out of the Jungle. Maybe it’s an 
Abrams from heaven come to res- 
cue us? Sure. Maybe the moon 
will fall out of the sky. 

"Heads!" hollered Piper. "T-72 
with support!" 

Sergeant Johnston grabbed his 
LAW rocket, steadied it on his 
shoulder, grinned and fired. Hiss. 

Boom. Scratch one red tank! 

Before Johnston’s grin could 
turn into a satisfied smile, 
though, another tank popped out 
of nowhere. Then another, and 
another. Routine mission, eh? I 
think I’ll save my last clip for the boys back 
at HQ. 

A Wargame In "Dragon’s" 

Clothing 

D.R.A.G.O.N. Force (Drastic Response Assault 
Ground Operations Network) is Interstel’s latest strategy game 
of contemporary commando combat. D.R.A.G.O.N. Force is a 
solitaire game where the player assumes command of a squad 
of men and moves them, one at a time, into combat to over- 
come computer-controlled terrorists in over a dozen missions. 
While an initial glance might lead one to compare this game to 
Omnitrend’s Breach series (except for the time period), the play 
is really quite different. Wargamers will want to take a careful 
look at this game, as it plays similarly to such boardgames as 


SPI’s Sniper or Avalon Hill’s 
Firepower, but without the tedious 
paperwork. 

Squads With 
Character(s) 

Each mission starts out with an 
objective running the gamut of res- 
cuing hostages and eliminating ter- 
rorists to raiding cocaine labs and 
recovering captured teammates. 
After a briefing, the player forms a 
commando unit from a roster of 14 
specialized elite soldiers. Selection 
is limited to seven men per mis- 
sion, so one must choose the 
squad carefully for the task at 
hand. A dossier is available on 
each man, rating him for close 
combat, demolition, sharpshooting, 
anti-tank (the ability to fire a 
bazooka or missile), machine gun- 
nery, scouting (ability to spot hid- 
den enemy units and hostages), 
and medicine (healing other’s 
wounds). In addition to the special- 
ty skills, men are rated on the 
basis of six attributes: awareness, 
intensity, guts, vitality, strength and 
luck. Some of these attributes will 
improve from mission to mission 
as squad members become battle- 
hardened. When playing, no charac- 
ter actually represents the piayer. 


Open Arms 

Once a commando team is chosen, the next 
step is to equip it. The arsenal is quite impres- 
sive, listing each weapon’s make, manufacturer, 
description, ammunition loadout, range, hit 
chance, and suppression effects. Smallarms range from assault 
rifles (OS M16A2, Soviet AK47s or the Belgium FN-FAL) to sub- 
machine guns (UZIs and German MP5s). Long-range sniper rifles, 
LAWs, grenade launchers, heavy and light machine guns and 
even crossbows are available (to name a few!). 

Mission Maneuvering 

The team then embarks on its mission, mindful of its objec- 


Title; 

D.R.A.G.O.N. Force 

Systems: 

Amiga, IBM 

Price: 

$49.95 

Designers: 

Roger Damon & Arlon Harris 

Distributor: 

Electronic Arts Distribution 

Publisher: 

Interstel 


Webster, TX 
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Return To A W)ild 
of Loyalty and Honor 



tVobuno^a // is now available for IBM PC. and Compatibles! 


■ Bandit Kings of Ancient China - The evil minister Gao 
Qiu has usurped the command from the throne. The 
righteous followers of the emperor have been exiled as 
outlaws. Join these heroic rebels in your mission to 
overthrow a wicked empire, and restore the might to the 
throne. Available for NES, PC and Amiga. 



Romance of the Three Kingdoms - As a Warlord of the 
2nd century China, you must restore a shattered Empire. 
Gather the bravest warriors of the land to build up your 
armies. Use strength and strategy to destroy your ene- 
mies and claim the power to govern all of China. 
Available Jar NES. PC and Amiga. 



Genghis Khan - Become the greatest warrior the world 
has known. Through battles and allegiances, forge the 
mighty Mongol Horde. With armies atyour command, the 
empires of the world are tempting targets. Fight bravely 
to achieve the ultimate goal of world conquest. 

Available for NES, PC and Amiga. 


KOEI Games are available In retail outlets nationwide! Your local retailer Is the 
quickest and most convenient way to find the KOEI products you want. If you 
can't find the KOEI product you are looking for. call us at (4 1 5) 348-0500 (9am 
to 5pm PST) to charge on Vlsa/MC. Continental U.S. shipping only, 

IBM & Amiga are registered trademarks of International Business Machines Corp. & Commodore Amiga Inc. 


]^^isplaced loyalties in the feudal era of Japan often proved 
fatal. Tlie mighty Japanese hero Oda Nobunaga sought an end 
to generations of bloody conflict between the warring states of 
his country. Tragically, his dream of unifying Japan ended 
when he was betrayed and murdered by his own general. It’s 
your turn now to become a 16th century warlord and fulfill 
Nobunaga's ambition! 

Command over 400 distinct Samurai characters - each with 
separate personalities and goals. A Samurai will pledge his 
sword and honor to your cause, but can he be trusted? 

Enhanced battle scenarios include Siege warfare, where you 
must storm the castle gates, swim the moat or scale the castle 
walls. In Field warfare, the tactics are Charge. Ambush and 
Surprise. You can even catch the enemy off guard by a night 
attack! 

If your character falls in battle, the war continues with your 
chosen successor. With strikingly detailed graphics, this 
simulation of Japan's Civil War Era is more realistic than ever 
before! 

• Two scenarios, five levels of difficulty. 

• Up to 4 Daimyos (warlords) allow for simultaneous play. 

• A full map plus 3 regional maps. 

• Interact with over 400 Samurai characters. 

• New HEX battle features of Night and Siege warfare, 

• Not copy protected. 




We Supply The Past. You Make The History 


KOEI CORPORATION One Bay Plaza, Suite 540 1350 Bayshore Hwy. Burlingame, CA 94010 (415)348 0500 
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lives. The strategic map is displayed, showing the entire area of 
the conflict. There is a nice zoom feature on the tactical display, 
which is where most game play takes place. 

In the tactical display, there is an information screen to the 
right showing the selected soldier and his attributes, weapons car- 
ried, health, and moves remaining. Actions are entered via key- 
board or mouse. While the graphics are better than average for 
the IBM version (supporting VGA down to monochrome), the 
Amiga version is really no better than the IBM’s VGA version, but 
the Amiga’s sound is far superior, the IBM version using only the 
computer’s internal speaker for sound support. 

The real strength of D.R.A.G.O.N. Force resides in its simul- 
taneous movement and fire control. In contrast to Breach 2 
where all movement is sequential, in D.R.A.G.O.N. Force all 
movement and combat is simultaneous through preplotted trace 
lines entered into the computer. In general, all instructions to the 
troops are given though orders, which each order taking one im- 
pulse. One can give any combination of movement or fire orders 
not to exceed five per turn (which is one minute of real time). 

Movement is entered via an icon-driven base through the key- 
board arrow keys or by a mouse. The mouse interface is a bit 
cumbersome since one cannot directly click and drag each sol- 
dier to move, but must go through a rather tedious set of icons. 
For example, to move a man one must first click on the soldier 
in question to "select" him, then click on the "OK" button to con- 
firm the selection, then select "MOVE TO" which will bring up a 
cross-hair cursor, which must be centered on the destination 
square and clicked. 

Other movement options include moving each soldier one 
square at a time, doubletime and crawl movement, stand or 
duck, and wait (used by medics to stay with someone they are 
healing). After all the men in the squad have had their orders 
entered, the computer resolves all movement and fire, for both 
sides, simultaneously. Each impulse is played out a step at a 
time, so it is easy to watch the action develop. The computer 
can be set to run indefinitely until you decide to stop the action 
from the mouse or keyhioard, or until someone fires. 

The Whites Of Their Pixeis 

There are three types of fire missions in D.R.A.G.O.N. Force. 

By "Firing at will," the soldier uses a sort of opportunity fire, 
choosing the most threatening enemy to shoot at (usually the 



MAPR 
DROP ZONE 
EXTRACTION ZONE 


ENEMY CAMP 



closest). The "fire at spot" order is not for shooting dogs, but 
good for hitting suspected enemy positions or as overwatch fire 
to cover one’s troop movements. Finally, the old standby "fire at 
unit" order means exactly what it says. 

Gunfire is represented by dotted white lines emanating from 
guns and white splashes when they hit something. Gunfire can 
cause a man to be wounded, killed or suppressed (pinned). Be- 
cause of the suppression possibility, the game can sometimes 
bog down when everyone starts exchanging fire as men become 
pinned. The game also gets tedious when one has to individually 
move all their men to the "extraction zone" after a mission is ac- 
complished. 

After a mission is completed, the element of surprise is lost 
when replayed, so the trick is to do it right the first time. It is dis- 
appointing that D.R.A.G.O.N. Force doesn’t include a scenario 
builder, as many tools seemed to be provided for just such a fea- 
ture. 

Hills And Valleys 

Terrain plays an important role in the game. There are four 
levels of terrain, with level one being "ground" level, up through 
two hill levels to level four, the "tower" level. Terrain types in- 
clude trees, hedges, walls, buildings, slopes, flats, grass, roads, 
huts, etc. Although movement doesn’t appear to be effected by 
terrain, defensive cover and tracing line of sight is. Hiding behind 
slopes, trees, walls, etc. will lessen the chance of being hit by 
enemy fire or being seen by the enemy. Also, shooting down a 
hill from a tower improves a unit’s field of view considerably 
(giving new meaning to the cliche "put a man in the church 
tower"). 

Parting Shots And Future Missions 

In summary, there is a nice flavor to the game, as one really 
feels like he or she is in the middle of a firefight with all the 
chaos and confusion. One will see certain commandos pressing 
on under withering fire while others may hug the earth in panic. 
Despite the game’s weaknesses of not having a scenario builder 
and mild interface problems, this game would be a worthy addi- 
tion to any wargame aficionado’s collection. Interstel plans a 
release of a version 2.0 early in 1991 which will include a 
scenario builder, AdLib support for the IBM and additional mis- 
sion disks. CGW 
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ITS NOT JUST AN ADVENTURE - ITS YOUR JOB. 

• . * • 

As the Terran Mining Guild's top Investigator, every job' is 
an adventure - especially when the job is to stop an,dut-of.- 
cohtrol asteroid frorh coliiding with Earth! 


IBM screens. 


ASSIGNMENT: ASTEROID . 

As the hero of this adventure, your, assignment is to 
. investigate art asteroid mining station, find out what hap- 
• pened to thgtmisshsvggftew, and figure aut how tio fix the 
malfunctioning eng^^of the self-propelled .asteroid before 
it crashes t)^to;;Earth.. With your trained investigative mind 
• (andsor^- luck),' you may be able . • ’ . 

to resQ,we this 'crisis ’ ■' ■ .. 

in tinbeito avoid an .• 


HRISE is played in 3-D graphics and 
Animation over 100 locations and 
^ "multiple solfliii )n paths,- plus, user- 
definablg^ceys and Help menu. , 


•An Animated Gragjpics Adventure 
from ^ 

% intentel 

corporation 

P.O. Box 57825 • Webster, TX 77598 
^ (713) 486-4163 

Now*available for the IBM® PC & compatibles. 
’ • S^e your retailer or call 800-245-4525. 








Convention Report 


GEIM CON ’SO 



All of MACE'S 26 Amigas and 14 C-64s busy on Sunday morning. 
Tetris finals being played out in the foreground. 


E very August the pilgrims come to 
MECCA for GEN CON. This year, 

1 1 ,500 gamers filled Milwaukee’s 
huge MECCA convention center, each 
seeking their own paradise (or pair of 
dice, as the case may be). Some ven- 
tured into the pen-and-paper role-playing 
tournaments; others challenged the 
strategy boardgames or marched their 
miniatures across terrain tables. For 
myself (and about 3,000 others). Nirvana 
was found where nearly 100 Amiga, Atari 
ST and C-64 computers filled the "Com- 
puter Concourse," where they were 
joined by a dozen Sega Genesis and 
eight NEC TurboGrafx games. Even the 
esteemed CGW Editor, Johnny Wilson, 
was impressed when he saw it. 

While large-scale computer events have 
been a feature of GEN CON for only the 
past three years, they have grown in size 
to become the second most popular 
event (behind role-playing). The credit for 
this growth in computer gaming must go 
to the two local user groups, MACE (Mil- 
waukee Area Commodore Enthusiasts) 
and MilAtari (the Milwaukee Atari Users 
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Group) who organized and ran the com- 
puter games. 

Both user groups took different ap- 
proaches to organizing and running their 
computer events. While both had com- 
puter "open gaming," MilAtari ran only 
one other event, but did so on a huge 
scale. MACE, in contrast, ran a large 
variety of events. 

The single MilAtari event was Midi 
Maze. Utilizing the best feature of the ST, 
its Midi Port, some 15 Atari ST systems 
were daisy-chained into a ring network 
with each player controlling his own 
"happy face." Four teams of different- 
colored happy faces stalked and assas- 
sinated each other through the maze 
until only one remained. With two Midi 
Maze rings being run constantly, over 
1500 players competed in what was per- 
haps the most popular single event at 
GEN CON. 

MACE offered over 130 different games 
for open gaming and ran over thirteen 
tournaments. This all required a great 
deal of effort. (Most of the computers 


used at GEN CON were provided by the 
user groups’ members.) 

The most interesting and popular of the 
MACE competitions on the Amiga were 
the Falcon and Populous events, which 
used null modems to link two Amigas for 
head-to-head real-time gaming. This 
provided devotees of these games the 
chance to test their prowess against un- 
predictable flesh and blood opponents. 

The Populous tournament proved so 
popular that extra sessions had to be 
added. The C-64’s most popular events 
were Computer Risk! and Tetris. 

LucasFilm’s Their Finest Hour game 
packed the room with pilots hurling their 
Spitfires against Heinkel Ills and their 
protective swarms of Me 109s. A nice 
touch was the issue of an aerial ace cer- 
tificate for every pilot scoring five or 
more personal kills and Battle of Britain 
commemorative pins to the top two 
pilots. 1 saw one pilot rack up an impres- 
sive 62 kills! 

That’s the word from GEN CON ’90. 

See you in ’91. CGW 
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NEWOTY 




As a Shogun in Ancient Asia, you hold 
the secrets to the Orient. And the 
keys to an empire. 


Serfs up! Thou art king or queen of your 
castle. Beware of plagues, dragons, 
witches, and other legendary dangers. 



It’s home on the range. And you’re mayor 
of a bustling frontier town filled with 
gold, cows, and plenty o' bad guys. 



Main street U.S.A. in the 21st century 
Do you have what it takes to turn your town 
into a thriving interplanetary hub? 


In Europe of the future the universal 
language is technology Misuse Hand 
you’ll kiss your city au revoir 


You’re head of a lunar mining complex. 
Don’t forget your umbrella: there’s always 
a chance of meteor showers. 





Get out of town. The new Maxis SimCity®Graphics 
Sets let you play SimCity in entirely new locales and 
time periods. 

So now there are no city limits. One package 
features three settings of the future, including 
a moon colony The other, three legendary 
settings of the past. Either Set loads right into 
SimCity Offering radically different looks 
architecture. Fresh challenges. 

New dangers lurking at every street corner. 

If this sounds like acres of fun, it should. 

It’s created by the same people who produced 
1990’s number one smash hit. 

. Which means if you’re already a permanent 
resident of SimCity you’ll now have to move to 
these hot properties. 

© 1990 Requires SimCity. The City Simulator For information or to order direct 
call(415)376-6434-SimCityis aregisteredtrademarkofMaxis. CGWllO 








Letters 





Women’s Glib 

I wanted to thank you for the very com- 
plimentary sneak preview of Spellcasting 
1 01 in the November issue. It was impres- 
sively thorough despite the very late date 
on which you received the game. 

On the issue of a Female Mode in lieu of 
Nice Mode: that wouldn’t be an equal trade, 
by far. For one thing, Nice Mode is mostly 
subtractive; it’s usually a matter of making 
something that happens in Naughty Mode 
not happen in Nice Mode (and then smooth- 
ing the edges of the resulting "hole.") A 
Female Mode, as in Leather Goddesses of 
Photos, would be mostly additive, requiring 
the addition of lots of material at all the 
points where gender is, uh, significant. 

A larger consideration, and the main 
reason why LOOP had a Female Mode and 
SlOl didn’t, is graphics. A Female Mode 
would have required a second version of 
dozens of pictures, and graphics are much 
more expensive to create and much larger 
to store on disk than equivalent text descrip- 
tions. 

Also, I’m not sure that a Female Mode 
would have been more utilized than Nice 
Mode, since the [percentage of female 
players still seems to be mired down 
around the 10% to 20% range. (And yes, 
before you get a chance to say it, I do 
worry about how those female numbers will 
ever increase as long as we keep catering 
to the male segment of the audience . . .) 

A more subtle argument against a Female 
Mode was a complaint that I heard from 
several women who played the Female 
Mode of LOOP", that they were simply ex- 
periencing a male sex fantasy with the 
genders reversed. Clearly, a Female Mode 
which met this objection would require 
much more significant changes to the 
game. Furthermore, being a male. I’m not 
sure what a female sexual fantasy involves, 
and I’m pretty sure that even if I was sure, I 
wouldn’t do a very good job writing one. 

Nevertheless, despite all of the above, I 
very much wanted to include a Female 
Mode, and only gave it up with the greatest 
reluctance and sadness. 

Thanks again for the nice write-up! 

Steve Meretzky 
Bedford, MA 

The graphic storage question aside, it 


certainly sounds to us like we need male 
and female co-designers on games like 
SlOl in order to avoid patriarchal 
patronlzatlon. Meanwhile, the 90%+ of 
our readers who are male should enjoy 
the libidinous latitude enjoyed by Ernie 
Eaglebeak in SlOl. 

Sting Commander 

I have noticed many things on Origin’s 
Wing Commander’s box that are not in the 
game. The company advertises that "what 
you see is what you get" and that "every 
picture on this box was taken from the 
game." This cannot be true. Here are some 
of the many examples. 

The lasers on the box are just that. Lasers 
are not laser cannons as in the game. 

They also look a heck of a lot different than 
in the game. There is no such person as Lt. 
Shadow as appears in the box in the upper 
left. The color and ship design in the ejec- 
tion sequence is also not present (notice no 
wings). 

There is also no PkL Karshk (Kilrathi) in 
the game. The ship in the weapons 
diagram looks more like a Qratha than any 
Terran ships. Is this guy flying a Kilrathi ves- 
sel with a Kilrathi wingman? The asteroids 
also look quite a bit different. Of course, I 
don’t want to be that close to them 
anyway. Again, though, on the bottom pic- 
ture, the lasers look different. Many 
weapons on the box are not in the game as 
well. The Hornet picture (same one as Lt. 
Shadow) has three missiles that are not in 
the game. Two of them are called "FF 
Pikes," while the other one is unknown. And 
what are the yellow lines around the cros- 
shairs? In the lower picture, none of the 
weapons are recognizable and the ship has 
a heck of a lot of them. What is a Phalanx, 
anyway? Now, on to the front of the box. 
When ships get that close, they get blotchy. 
Also, there is no ship named Spiculus. The 
crosshairs and lasers look different than 
they do in the game. And get a load of the 
speed, 2400 kps. It’s not possible in the 
game I bought. 

We’d like to explore some of this 
WYSIWYG confusion, as well. Why does 
the Hornet in the upper left screen shot 
have 82 rear shield points? Why are the 
map and text reversed on the briefing 
screen in the small screen shot on the 
back of the box? Why does the console 
in the bottom screen shot show a "Tape" 


feature that does not appear in the 
game? Why is "Hunter" quoted in bright 
yellow letters without using his Aussie ac- 
cent and using words which do not ap- 
pear in the game? Why does the upper 
left screen shot refer to a "Cruise" posi- 
tion when the game’s console refers to a 
"Set" position? 

It seems obvious that the marketing 
department Jumped the gun by repre- 
senting the game screens on the package 
as the final version of the game. In at- 
tempting to be able to say, "Every Image 
on this box was taken from the game" 
(and to be the first company to be able to 
say this), the lead time on printing the 
packaging made for a promotion presen- 
tation of the product. We do not believe 
this is malicious misrepresentation or 
even significant subterfuge, but Origin is 
risking having more cynical customers 
quip that "every image on the box was 
taken from the game." 

Schizophrenic Journey 

What’s with all the "continued on page . . 
."? It makes reading your fine magazine a 
real adventure. 

Dave Rekaiske 

San Diego, CA 

Would you believe we’re part of the 
"Scavenger Hunt School of Magazine 
Layout" and want to get you to thumb 
back and forth across our advertisers’ 
full color pages so often that you are sub- 
limlnally coerced into purcheising every- 
thing that’s advertised? Would you 
believe our issues are scientifically laid 
out according to the RHD function on an 
old Apple II+? How about a Vic 20? 

Actually, articles are often continued be- 
cause of printing limitations with our 
new and larger format. The web press 
we are currently on does not allow every 
page to be a full-color page. Hence, we 
have to make good use of every color 
page we can schedule. If an article is 
started In two-color mode, it would be a 
waste to finish it in four-color. Therefore, 
we tend to bounce the overflow pages to 
the back. In the same way, we some- 
times have to scramble to find an over- 
flow page for four-color articles, so the 
finish of an article which begins In four- 
color may end up toward the back of the 
magazine. In general, the "broken" ar- 
ticles reflect production constraints. 

Another reason for breaking up articles 
deals with the psychology of the 
newsstand reader. It looks like the 
magazine has more to offer to the poten- 
tial buyer at a magazine rack if there are 
eight to ten articles which begin In the 
ftrst half of the book than If there are 
four to /loe complete articles In the first 
half of the book. We try to pack a lot into 
the first part of the book so people will 
realize Just how intense our magazine 
really is. CGVV 
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Shopping for 
Sound? 



SOUND 
BLASTER 


Fill Your Bag With Music, Special Effects, Digitized Voice, and MIDI. . . 
the sound solution for games and multi-media presentations. 

EXCHANGE POLICY: You can exchange your Adlib, C/MS, Covox, or GAME 
BLASTER and SAVE *100 off the suggested retail price. Just send your card 
and *139^5 (check or credit card number) to Brown-Wagh, 130-D Knowles, 

Los Gatos, CA 95030. 

SYSTEM REQUIREMENTS: SOUND BLASTER requires 512K or RAM. 

DOS 2.0 or higher, and CGA, EGA, VGA, or Hercules monographics, 
and external speakers. 



Get the MIDI Connector Box 

3995 

and Voyetra's Sequencer Plus Jr. 

for *129’^ (a H50 value) 


Partial list of companies in development or currently supporting SOUND BLASTER: 
Access Software, Accolade, Activision, Asymmetrix, Autodesk, B.A.O., Broderbund, 
Capcom, Cinemaware, Corel Systems, Cosmi, Data East USA, Davidson Assoc., 
Dynamix, Electronic Arts, Farallon, First Byte, Gamestar, Hewlett-Packard, IBM, 

ICS, JRM Software, Konami/Ultra, Kyodai, Level 9 Computing, Lucasfilm, 
Macromind, Mastertronics/Virgin, Mediagenics, Michtron, MicroGrafix, 

MicroProse, Microsoft, Mindscape, Omnitrend, Origin System, Rix Software, 

Sierra On-Line, Software Toolworks, Spectrum Holobyte, Strategic Simulations, 
Synergistic Software, Sublogic Corporation, Taito, The Learning Company, 

Voyetra and Zuma Group. 



408 - 378-3838 

800 - 451-0900 


(inside CA) 
(outside CA) 



‘Exchange offer expires 
January 15, 1991. MIDI interface requires 
the MIDI Connector Box. Referenced products 
and companies are registered trademarks of their respective holders. 








The CGW Free-For-All 


It’s Free! 


CGWs Free-For-All Page is where you can get all kinds of goodies 
FREE! CGW gives this space to computer game publishers so that 
they can entice you with a wide selection of free merchandise. So 
get you pens and pencils ready... 


(Game publishers interested in Frec-For-AU should contact Russell 
rt Sipe at CGW (714-283-3000) for dctails.l 
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Win an Autographed Copy 
of Tom Clancy’s The 
Cardinal of the Kremlin 


he 

i ardinal 


iWl 


Kreiiiliii 


Capstone Software is pleased to announce 
its new action-packed strategy simulation, 
The Cardinal of the Kremlin. Based on the 
number one best-selling novel by Tom Clan- 
cy, the author of The Hunt for Red Oc- 
tober and Red Storm Rising, the computer 
game intertwines technology, espionage, and 
global politics as you race to develop 
America’s laser anti-missile system. The fate 
of the nation’s strategic defenses are in your 
hands. 


And fate will reward ten lucky CGW readers 
with autographed copies of the book and the 
new Capstone computer software game The 
Cardinal of the Kremlin. Enter the drawing 
by sending your name, address, telephone 
number, and format preference (IBM or 
Amiga) to: 


Capstone Software 
14160 S.W. 139th Court 
Miami, 14-33186 






^^‘PROSE 


SIMULATION • SOFTWARE 

Scramble 

Everything You Always Wanted To Know About NicroProse . 


And Morel 


Directions: Unscramble the jumbled letters to reveal the clues. Unscramble 
the circled letters in each clue to answer the grand prize question. 


The first 5 1 entries with all questions answered correctly will be eligible for 
these great prizes; 

I St prize - A copy of Knights of the Sky* and a chance to take on 

MicroFrose President "Wild Bill" Stealey in a real, no-holds-barred 
computerized dogfight via modem from your nearest valued 
MicroFrose software retailer. Details will be provided to winners. 
2nd prize ( 10) - A free copy of Sword of the Samurai.* 

3rd prize (40) - A free demo disk (Subject to availability.) 

Please send all entries including your name, mailing address, computer type 
and disk size to; MicroFrose Software, 1 80 Lakefront Drive, Hunt Valley, MD 
2 1 030, Attn; Scramble! All entries must be postmarked by 3/ 1 /9 1 . 


1 . MicroProse's fearless leader 
Lieutenant Colonel Wild Bill 
Stealey previously held the rank of 


□. 

JMOAR 


2. Computer Gaming World's Overall 
Game of the Year for 1990. 




□ 

RDAIOAR YOCMTO 


5. F- 1 5 Strike Eagle is the title of 

MicroProse's newly-released 

game. 


.□ 


^RAAE^ 


4. The name of MicroProse's co- 
founder and programming gum. 


5. MicroProse's new game of 

interstellar action and adventure. 


□ 

IDS EMEIR 

□ 

GIPSEDLTEH 


6. MicroProse's new game Covert 
Action involves undercover 
suspense and intrigue in the world 
of international . 




PSIGEOANE 


7. The type of combat featured in 

Knights of the Sky. 




riTGDGOH 


8. Currently the hottest scenario in 

F-I5 Strike Eagle D. 




SEMPIAR 


FUGL 


Grand Prize Question ; MicroFrose provides . 
T B_5_ I E_! 


^ 



I- 

1 


•Kni^ts of the Sky and Sword of the Samurai are available for the IBM-PC and compatibles. 
Please Remember to specify disk drive size. 





Score: AveiMer 2, 
Tanks O. 



AVAILABLE FOR IBM AT. PS/2 
AND COMPATIBLES. 


Combat pilots call 
this monster “Warthog”. 
It’s BIG, it’s BAD, it’s 
UGIY: Armed with the 
30-mm., GAU-8 seven 
barrel Avenger, the Hog 
is the deadliest tank 
killer ever to take to the 
sky. Now, Spectrum 
HoloByte puts the 
power of this awesome 
fighting machine in 
your hands with 
AVENGER A- 10^^ 


• Campaigns in current hotspots, including 
Panama and the Middle East. 


' Simultaneous operation of up to eight planes. 

' Modem link-up for joint 
missions (or head-to- 
head challenges) with 
Falcon 3.0™ or 
another A- 10. 


• Real terrain with 
rolling 3-D for 
authentic battle 
backdrop. 


FLY JOINT MISSIONS WITH 
FALCON 3.0 




A Division of Sphere, inc. 

2061 Challenger Drive, Alameda, CA 94501, (415) 522-0107 


ELECTRONIC BATTLEFIELD SERIES 

Actual screens shown. Avenger A-10, Falcon 3.0, Electronic Battlefield Series and Spectrum HoloByte are trademarks of Sphere, Inc. Other trademarks are the property of their respective holders. 






Review 


You'll lee SPOT... 

(Continued from page 88) 

many of his or her opponent’s (or opponents’) 
"tiddlywinks" as possible. One does not have to 
"bookend" the opponent’s "tiddlywinks" in order 
to transform them. Merely placing the "tid- 
dlywink" adjacent to other "tiddlywinks" chan- 
ges the color of all those it touches. Of course, 
the so-called "tiddlywinks" are merely colored 
"spots" in Spot, but unlike Jeremiah’s leopard, 
these "spots" do change. 

Send in the Clones (Game Play) 


GO for It (Strategy) 


.. □. □ i§ 

- I □ a 
I □ o ■ I 

lj lj iBig 


The mechanics of the game are fairly 
straightforward. During the player turn, one 
directs the famous Seven-Up Spot of television 
commercial fame to "clone" himself or "skip" to 
a square up to two squares away (i.e. leaving 
an intervening empty square). One can "clone" 
a colored spot by clicking on it with the cursor 
(designed in the shape of SPOTs hand) and or- 
dering SPOT into an adjacent square. In this 
case, the original colored spot stays and a new 
colored spot is created. As soon as one clicks 
on the original square, SPOT pops up ready to party. As soon as 
one chooses the destination square, SPOT dives, cartwheels, 
moonwalks, polevaults or spins into the chosen square. 

One can "skip" with SPOT by clicking on a colored spot, then 
clicking on the desired square (located two squares away in any 
direction). Skipping has the disadvantage that one loses the 
square where the original colored spot was resting, but the ad- 
vantage of allowing the player to cover more ground with the 
move (as well as seeing fancier footwork from SPOT). 

in addition to the standard moves, SPOT offers an element of 
chance. There are secret squares located randomly on the 
boards. If the player directs SPOT to land on one of these secret 
squares, the bonus screen pops up and the playing field is tem- 
porarily replaced with a slot machine display, if one is able to 
line up three 7-Up logos, cherries, SPOT characters, or Virgin 
Mastertronic logos, he/she wins a special advantage. A player 
may receive extra time (in a timed game), a free turn, a free 
placement, or even the chance to swap colored spots with 
another player. 


_ _:^w'uv\7ywv\7u\v/m'v/VAM\K^ 
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Many players feel like SPOT: The Computer Game also bears 
a resemblance to the ancient Oriental game of 
Go. The objectives of the games are the same, 
territorial conquest, and the playing pieces are 
similar, colored stones and circles. Similar to 
Go, it is impossible for the player to protect all 
of his or her pieces (spots), so one must think 
ahead far enough that it is possible to gain 
more squares via capturing one’s opponent’s 
pieces than one will lose during the opponent’s 
turn. Also like Go, the player needs to make 
sure that he/she is continually expanding the 
friendly territory, if he/she is not careful, it is 
possible to be squeezed in and have to forfeit a 
move. Unlike Go, one can have up to three op- 
ponents trying to whittle away at one’s territory. 
Also, the shape of the game board can change 
from game to game. 

Initial Moves: Players need to build a power 
base by "cloning" their spots from the begin- 
ning. The documentation suggests building two 
by two squares and this is sound strategy. One 
must watch out, however, as the opponents’ 
spots get within two squares. Should "cloning" 
a spot leave a "gap" next to three colored spots 
(in sort of an "L" shape), the opponent will usually "skip" into 
that gap. Try to extend the squares in such a way that the gap 
from an odd-numbered "clone" move is always more than two 
squares from the nearest spot of an opponent. By the same 
token, one should be alert for the first time the opponent leaves 
a gap next to three of his/her spots. Such an oversight provides 
the first legitimate opportunity to gain from a "skip" move. 

Mid-Game: Players should always think through the next series 
of moves which could feasibly be made by their opponents. In a 
four-player game, there are three possible moves to be made 
before the player has a chance to recover from any wrong 
moves committed during his/her current turn. Players must 
evaluate whether any potential move will still be a net gain after 
those turns are completed, if so, the move is probably a sound 
one. if not, the player needs to try another approach. 

End Game: Players who are behind must be bold, using a 
plethora of "skip" moves to keep the balance shifting between 
one’s opponents until he/she has a chance to make a decisive 
move. Players who are ahead must keep expanding slowly, but 
surely, using "clone" moves to build ter- 

ritories which cannot be taken away from 

them. 


MasterCard/Visa 
1.800-545-6172 
(after 5 p.m.) 

IBM/Compatibles 
and AMIGA 


“Powerful programs of growth and adventure” 

THE MAGIC MIRROR . . . self-awareness and 
change. E. Kinnie, PhD. Clinical Psychologist. $39.95. 
MERLIN ... an apprenticeship in the ancient 
Celtic tradition. $29.95. 

I CHING . . . wisdom and prophecy at a tea house 
on a quiet pond. $29.95. 

THE MAGIC MOUNTAIN ... a wild, occult ex- 
perience. Not for children. Specify male or female 
version. $29.95 each. Both, $39.95. 

Blue Valley,.S9 Shepard St., Walton, NY 13856 
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On the Spot 

SPOT: The Computer Game offers a 
simple concept with cute graphics and 
stimulating game play. It offers fast play, 
multi-player interaction, a long shelf life and 
much delight. Here is an anecdote which il- 
lustrates how exceptional SPOT: The Com- 
puter Game is. In ten years of covering com- 
puter games, only once has CGW^s editor-in- 
chief entered a hospitality suite and immedi- 
ately seated himself at a computer console 
to play a game. That game was SPOT: The 
Computer Game. CGVV 
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"Zapper's more persistant than a portable 
vacuum." 

Fuzzball Life & Times 


"My employees aren't getting any work 
done. I just know there's a boss key." 

Rob Sirotek, Vice President, Sir-tech 

"Honey? Are you ever coming to bed?" 

Many random people 

CGA, EGA, and VGA Graphics ■ 
Multi-player (1-10) • Fifteen Floors of 
Action ■ Two Difficulty Levels and Play 
Modes ■ AdLib and Roland Music Card 
Support ■ Hard Drives Supported 


You're Cute. You're Fuzzy. 
And You're Ticked Off. 


For years, you've been kicked around... 
hounded by people and chased into dark corners. 
Why? For no good reason. You weren't hurting 
anyone. And now, to make matters worse, you've 
got the Zapper on your tail! 

It's life as a Fuzzball. Not an easy life to 
be certain, but it's an entirely irresistible one. 


You'll run around collecting your goodies as 
the floor beneath changes color and weakens. 
Eventually, it will disappear! You may trap yourself, 
but with smarts, you'll trap your enemy instead! But 
that's only for the first few levels. Beyond that, the 
strategy is up to you. With the right tricks and a bit of 
Fuzz Power, you will be good enough to reach level 15 
where you can blow the socks off your enemy! 


Call 1 -800-447- 1 230 for a dealer near you 

Now available for MS DOS machines 


P.O. Box 245, Ogdensburg Business Center, Suite 2E 
Ogdensburg, NY 13669 
(315)393-6633 








strategy 


Hammering 

Herman 

(Continued from page 72) 
them. There will be many times in a 
player’s career that while busily filling a 
target with lead "up its six" (from directly 
behind), he forgets to check his speed 
and whooshes right past the enemy. 

This means slow down. Try to remem- 
ber to reduce speed by hitting the minus 
key just prior to letting loose with the bul- 
lets, then speed up with the plus key 
when flying past a target. This tactic 
works well and can make the difference 
between a crippling and killing pass. This 
tactic is also useful for staying behind 
wounded MelOQ’s that keep twisting out 
of one’s sights by turning. 

Slowing down must be used cautiously, 
though. It is tantamount to painting 
"shoot me here" on the tail of one’s 
fighter. If there is a 109 closing from be- 
hind when you start flying straight for a 
target, then slowing down will allow the 
enemy to rip one’s plane up so badly the 
only word that comes to mind is "per- 

Their Finest 
Holiday 

(Continued from page 58) 

what would cause this scene to be 
forever memorable was the lady who 
stood next to us on the bridge and told 
us stories of her experiences as a girl 
during the Blitz. The bombs, the sirens, 
the devastating damage, the massive 
evacuation of children (including herself) 
to the country. Stories like hers and 
those of dozens of others made the tour 
more than a tour; it became living history. 

Among the highlights of the tour were 
the world-famous Farnborough Air Show, 
the Duxford Airshow, the 50th Anniver- 
sary London Flypast; and the 50th An- 
niversary Rreworks exhibition already 
mentioned. 

The Farnborough show featured the 
world’s largest aircraft, the Soviet A-225 
Mriya transport which amazed the spec- 
tators as it dominated the sky during its 
flight. The An-225 has half again the 
capacity of the US Air Force’s C5A 
Galaxy. Duxford featured a mock air bat- 
tle between Spitfires, a Hurricane, and 
the only presently airworthy Me-109. The 
London Flypast featured 166 aircraft 
flying in formation over Buckingham 
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forated." [Ed. — / can think of a few 
others.] 

Tip Six 

Ride the rollercoaster when tailing rear- 
gunned planes. Understand that the 
enemy rear gunner is watching and wait- 
ing for the chance to do what he does 
best: fill chase planes full of lead. The 
way to foil that rear gunner is to use the 
rollercoaster tactic of approaching 
straight on until he opens fire, then 
diving. Once below his field of fire, the 
rear-gunner ceases to shoot. At that 
point, the player’s nose should be raised 
until the target plane is again in sight so 
that another burst or two can be fired at 
it. The trick is to dive down again before 
the rear gunner gets another bead on the 
player’s fighter. Be aware that this tactic 
is straight out of Bomber Killing 101. It’s 
effective, but time consuming, and often 
costs the player a few bullet holes when 
charging in for the kill to finish off a sof- 
tened bomber. 

Tip Seven 

Never forget your goals and their 
priority. In summary, they are: 


Palace (the largest flypast over Buckin- 
gham in more than 35 years). 

Biggin Hill. Middle Wallop. Thorpe Ab- 
botts. Duxford. North Weald. Seething. 
The English have such great place 
names. They also have a good sense of 


1. Stay alive. 

2. Disrupt enemy bombing runs, thus 
saving your ground facilities. 

3. Shoot down enemy bombers. 

4. Destroy German fighter support. 

Of course, the challenging part of the 
game is that these priorities are most 
easily accomplished in reverse order! 
Rghters are fun to play "tag" with and en- 
joyable to shoot down, but taking too 
much time to do so allows the bombers 
to drop their loads and start for home. 
Once bombers are headed home, it’s 
easy to take the time to pick them off, 
but to do so means missing an oppor- 
tunity to disrupt the incoming bombers 
who haven’t dropped their payloads yet. 

Even in the best of play, one will lose 
airfields, planes and factories. Success is 
measured by slowing these losses down. 
Time will pass and September 17th will 
arrive ieaving the player in the midsts of 
a mass of smoking ruins and, hopefully, 
a still effective fighting force (and, thus, a 
victorious conclusion). 

Finally, stay alert, remember what was 
learned in flight school, and beware of 
the Hun in the sun. Good day, gentlemen. 

CGW 

humor about it. There is a town in the 
East Anglian region of England called 
"Bury St. Edmunds". When one of us 
asked the coach driver "how long ‘til we 
get to Bury St. Edmunds?" he replied 
"Why? Has he died?" 



Wielding the Norwhich Sword of State (tipped by a chape of the Royal Arms of Henry Vlll) 
CQW edttor-ln<hlef Russell Slpe "knights" Their Rnest Hour champion Roger Besaw. 
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^You really have to 
see it to believe it" 


Computer Entertainer 





t's like an Arabian nights movie come to life . . . with you as the star! In Prince of Persia, you'll 
^ ^ plunge into an exotic world of challenging puzzles, tumultuous action and animation so fantastic it 
has reviewers reaching for superlatives: 

"(★★★★/★★★★) Incredibly realistic. . . . The adventurer character 
actually looks human as he runs, jumps, climbs and hangs from 
ledges." 

Computer Entertainer 

"An unmitigated delight . . . comes as close to (perfection) as any 
arcade game has come in a long, long, long time . . . what makes this 
game so wonderful (am I gushing?) is that the little onscreen character 
does not move like a little onscreen character — he moves like a 
person." 

Nibble 

"Superb double-high-resolution graphics images and responsive, 
smooth animation work beautifully together to create an almost 
cinematic experience." 

inCider/A+ 

"A tremendous achievement . . . Mechner has crafted the smoothest 
animation ever seen in a game of this type. 

"Prince of Persia is the Star Wars of its field." 

Computer Gaming World 

But don't take their word. You really do have to see it to believe it. 

Available for IBMVPC/Tandy® and 100% compatibles, Amiga® 

500/1 000V2000/3000; Apple® lle/llc/llc Plus/llcs. 

Suggested retail price: Apple, $34.95; IBM and Amiga,$39.95. 

more information about Broderbund Software 
DlWUBIOUnU and our products, call us at (800) 521-6263. 

"Requires Kickstart 1 .2 or higher. 
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Game Hints 



their tans. So much for teamwork and 
daring rescues. 

With nothing better to do, Guy might as 
well explore as much of the ship as he 
can, from the crow’s nest to the leaky 
hold. At the very least, he’ll find more in- 
ventory. Like a whole cupboard full of 
cereal that looks suspiciously like Cap’n 
Crunch (sorta reminds me of Cracker 
Jacks . . .). Just remember, if it ain’t 
naiied down, grab it! And I’ll bet once 
Guy has everything, he couid reaily cook 
up a storm in that galley (hohoho). 

Hey! Look! That’s Monkey Island™ off 
the port bow! Wowee!! Well, someone 
had to show a little enthusiasm. The 
crew is as laid-back and blase as ever. 
Even reaching the island can’t shake 
them out of their vacation mode. Ho hum. 

Of course, you understand the ship is 
not docked (there isn’t a dock, for one 
thing). So Guy is gonna have to find a 
way to get from here to there. It’s not 
hard. Think Itaiian. 

At iast, Guy has reached (almost, that 
is) his destination. Naturaiiy, there are a 
few things to do here. Like finding the 
way to the ghost ship. (Nope, no big 
neon signs that say This way to the 
Ghost Ship"; sorry about that.) 

Okay, first order of business is, as 
usual, looking around. Don’t worry, Guy 
won’t get lost in the jungle, so go ahead 
and explore. There’s a nifty rowboat (not 
even leaky!) on the beach. With a pair of 
oars, Guy could really get around. 

Wonder where the oars might be? 

’Smatter of fact, they’re at the bottom 
of a crevice. Find some rope, Guy, and 
you’re all set. Meanwhile, keep walking 
around. That p>ond at the end of the dry 
riverbed looks interesting. Gmm. Weli, 
that’s not a sight you see every day (and 
a good thing, too). Herman Toothrot, a 
sometimes-informative castaway who 
pops up now and then, will be happy to 
explain why his friend is just, shall we 
say?, hanging around doing nothing. 
Come to think of it, just why is that 
riverbed dry, anyhow? 

Don’t overlook the fort at the top of the 
volcano. Some nice stuff up there is just 
waiting for Guy’s sticky fingers. Tower 
Rock (at the river fork) is another good 
tourist attraction. That primitive art looks 
especially interesting, ^t you can do all 
sorts of neat things with it. Of course, 
you’d better save first or you just might 
be sunk. 

Page 116 


Guy might be wondering about that lit- 
tle monkey. Let me tell you, that’s one 
hungry monkey and it’s gonna take a lot 
of bananas to make him happy. One 
skimpy fmit off the beach just won’t do 
the job. You’ll need, oh, maybe four or 
five of them. 

As Guy meanders about, he’ll come 
across various notes and memos that pro- 
vide a fascinating insight into the sociai 
life of the isiand. Letters from Herman to 
the cannibals. Missives from the can- 
nibals to LeChuck, and vice-versa. Eh? 
Cannibals??? Oh, don’t worry, they’re 
trying to cut back a bit on cholesterol 
levels these days, so they’re probably 
harmless. Kinda. 

It’s not easy to make friends with can- 
nibals, even health-conscious ones, but 
I’m sure Guy can manage it (that’s no 
idol statement ... or is it?). Anyway, 
once he has the key to the Monkey’s 
Head, he shouldn’t go mshing right off. 
Rnding LeChuck takes more than just 
desire. Those are nasty catacombs down 



there, and Guy can’t get ahead unless he 
has a head, so he’d better get a head. 

Okay, now let’s go below and see 
what’s there. Ick! That red stuff gurgling 
by ain’t lava. If Guy can’t figure out what 
it is, maybe all those eyes, noses, hearts, 
and what have you stuck in the walls 
and floors will clue him in. Definitely, this 
is not a nice place. Try not to look as 
you walk by. 

Rnally, the ghost ship! Of course, Guy 
can’t just go waltzing in there. At least, 
not without a little protection. Heads up, 
and all that. 

Well, looks like some of the crew is on 
deck and carousing the night away. 
Maybe they won’t hear as Guy opens the 
creaking door. Fat chance! That’s one 
mighty big creeeeak. Something will 
have to be done about that. Esfjeciaiiy 
since the voodoo root is below in the 
hold, in a crate nailed, chained, glued 
and otherwise securely battened down . . 

. and the tools are (of course) behind the 


creaking door (hmmm, sounds like a 
great title for a horror story). 

Anyway, what about the rest of the 
ship? Not much to see, except for the 
captain’s cabin, and the captain is in. He 
is also not deaf. That’s the problem with 
being invisible: it doesn’t make you in- 
audible, too. So, how is Guy gonna snarf 
that key on the wall, when he can’t just 
walk up to it? Good question. Wonder 
what the key is made oP (No, doesn’t 
look like wood . . .) 

Good work, Guy! With voodoo root in 
hand, it’s time for a quick (very quick!) 
trip to the cannibals, and then back to 
the ship. Ooops! Looks like the ship is 
gone! Only one of the ghost crew is left. 
Left behind, poor thing. And he so 
wanted to be at the wedding. 

Wedding?? Egads, while Guy was shlep- 
ping back and forth, LeChuck set sail for 
Melee Island™ to marry his beloved! Oh 
no! Quick, back home to the island! The 
wedding has to be stopped! 

Just in time, Guy makes it to the 
church. But, just in time for what? Ah, 
there’s a surprise or two in store here! 

Not to mention the Big Rght (every hero 
has to have a Big Rght With The Main 
Bad Guy At The End) between Guy and 
LeChuck. Will Guy prevail? Will he be re- 
united with the Governor? Will he ever 
drink root beer again? Play the game 
and find out the answers to these and 
other pressing questions! 

Whew! We!!, maybe the Caribbean isn’t 
quite the place for your next vacation 
after all . . . at least, not if it’s Melee Is- 
land™. In case you’ve been wondering, 
throughout the game, that’s how the 
names are displayed, with that little ™ 
after them. We don’t know if Lucasfilm 
is poking fun at their tendency to 
trademark everything (including names 
from the Bible) or making absolutely cer- 
tain of ancillary rights for future products, 
so we’ll just humor them, this issue. 

Anyway, I see by the old invisible clock 
on the wall™ it’s that time again, if you 
need help with an adventure game, you 
can reach me in the following ways: 

On Delphi, stop by the GameSlG 
(under the Groups and Clubs menu). On 
GEnie, visit the Games RoundTable 
(type: Scorpia to reach the Games RT). 

By GS Mail (enclose a self-addressed, 
stamped envelope if you live in the 
United States): &orpia, PO Box 338, 
Grade Station, New York, N.Y. 10028. 

Until next time, happy adventuring! 

Copyright 1 990 by Scorpia, all rights reserved. 

CGW 
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Our Keys To The Future 

The Computer Learning Foundation! 

We’re helping you put kids on computers. 


Computers and software can unlock kids' 
creative potential. We help people understand 
technology. As the official host of Computer 
Learning Month® every October, we facilitate 
thousands of classroom and community 
programs, helping millions discover the 
benefits of using computers. 



Our TV series, books, programs and contests 
are available to teachers 
and parents everywhere. 

And now families can 
save up to 50% on top 
software and accessories, 
approved by the Foundation, 
our partnership program with Del Monte'^ 

Snack Cups. So, write us today: 

Computer Learning Foundation, Dept. CGW12 
P.O. Box 60007, Palo Alto, C A 94306-0007. 


Consumer information on [software] programs remains 
spotty at best. A potential solution... the Computer Learning 
Foundation will evaluate and recommend software for its 
educational value, as well as provide information to both 
schools and families on how to integrate computer-based 
learning into everyday life.^ —NEWSWEEK 


**Computer technology is here to stay. It is imperative that 
we prepare our children to use the tools of their times. 
...[Technology] should be fully integrated into our 
educational methods if we are to realize its many benefits.'^ 
—BUSINESS WEEK (special section article by 
Sally Bowman, Computer Learning Foundation Director) 
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COMPUTER 

lEARHIHG 

FOUNDATION 



The Computer Learning Foundation is a non-profit organization sponsored by: 


Academic Computing® 

American Educational Computer 
Apple Computer, Inc. 
Britannica®Software, Inc. 
Broderbund Software, Inc. 
Classroom Computer Learning 
Compu-Teach™ 

Computer Gaming World 
Curriculum Product News 


Davidson & Associates, Inc. 
Del Monte Foods, USA 
Electronic Learning 
First Byte® 

Great Wave Software® 

IBM Corporation 
inCider Magazine 
Jostens Learning Corporation 
The Learning Company® 
Logo Computer Systems, Inc. 


Microsoft® 

Prodigy Services Company 
Scholastic Software,™ Inc. 
Sierra® 

Software Publishers Association 
Tan^®/Radio Shack® 

T.H.E. Journal 
Teaching K-8 
Today's Catholic Teacher 
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Over There 

(Continued from page 20) 
acter into precise positions to ex- 
amine/pick-up objects. This has now 
been corrected, with Operation Stealth 
being more forgiving in that area. Avail- 
able now on the Amiga and ST for 
£24.99. 

Dragonflight, from German software 
house Thalion, takes a tof>-down view 
for the surface landscape with a first-per- 
son persfjective down in the dungeons. 
Basically, the story involves finding out 
what has happened to the dragons that 
lived in the vale— have they vanished or 
been killed? 

You control four pre-rolled characters 
during the quest. The principal elements 
of the game system are standard in this 
genre. Visit a variety of towns, buy 
weapons and food, talk to people and 
hang around taverns for information. 

Thalion has developed a very efficient 
menu system that cuts "mouse-wander- 
ing" down to a minimum. Interaction is 
achieved by clicking on a "mouth" icon. 


No parser or keyword system is 
employed. NPC replies are quite wordy, 
though. 

Combat takes a novel perspective. Your 
view shifts to a close up side-on view- 
p>oint, complete with animated action, im- 
mediately after you despatch your or- 
ders. An overhead window gives you a 
tactical view of the protagonists’ posi- 
tions. Magic is handled in a minimal 
fashion, as each character must learn 
spells, but only one sfjell at a time may 
be held in memory. Available now on the 
Amiga and ST for £24.99. 

Distributed by German software house 
Rainbow Arts, Conqueror is a 3-D tacti- 
cal tank game that can be played on an 
arcade, semi-arcade, and strategy level. 
You have external control over one or 
more tanks that run upon a 3-D, undulat- 
ing landscape. Buildings, trees, hills and 
roads provide some of the scenery. On 
the top>-level strategy area you "buy" your 
tanks from a limited budget (you can 
buy a mix of German, American or 
British light, medium and heavy tanks). 
Then you are given a primary and secon- 
dary objective. Artillery bombardment 


and spotter planes are available here. 
Control is fairly detailed as individual 
tracks are separately controlled, as is the 
turret and gun. Available now for the 
Amiga and ST for £19.99. 

Note: The above games, and any of 
the other games mentioned in "Over 
There" in past issues, can be obtained 
from: 

Computer Adventure World, 318 Ken- 
sington, Liverfxjol, England, L7 OEY. 
Telephone: 01144-51-263^306 

SDC, 60 Boston Road, London, 

England, W7 3TR. Telephone: 01144-1- 
567-7621 

Premier Mail Order, Trybridge Ltd., 8 
Buckwins Square, Burnt Mills, Basildon, 
Essex, England, SSI 3 IBJ. Telephone: 

01 144-268-590-766 

Please note that stated prices are recom- 
mended retail price only. Mail-order 
prices will often be substantially cheaper. 

All of the above telephone numbers 
assume you can dial direct. If you 
have any trouble, contact the interna- 
tional operator. CGW 
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NEW SOFTWARE 
TITLES DAILY! 


HARDWARE 


Packard Bell 

286 12Mhz, 1 Mg Ram, 
40 Mg Hard Drive, VGA 
Adapter, 5.25 3.5 Floppy, 
Lotus Works, Prodto 
1 yr. on-site warranty 

nii9 


Logitech Mouse $40 

CH Flight Stick 48 

Gravis JSTK 40 

Kraft KC3 JSTK 20 

Suncom Analog Edge ... 20 


PRINTERS 

Cidzen GSX 200 9-pin , .189 
Citizen GSX 140 24-pin .299 


DISKS 

3.5 DS/DD 25 pk . . 
5.25 DS/DD 25 pk . 


MANTA 


SOFTWARE & COMPUTERS 


Altered Destiny 

.$39 

Interceptor 

..$39 

Stormavick 

....$34 

Blue Max 

. 34 

Kreigs Marine 

.. 40 

Stratego 

. ... 34 

Countdown 

. 39 

Long Lance 

,. 40 

Stellar 7 

. ... 26 

Centurian 

. 35 

Light Speed 

.. 39 

Stunt Driver 

. ... 34 

Covert Action 

. 40 

LHX Attack Chopper .... 

.. 39 

Secrets of Silver Blade . 

. ... 34 

Days of Thunder 

. 34 

Mega Fortress 

.. 39 

Their Finest Hour 

. ... 38 

Das Boot Submarine .... 

. 34 

Ml Tcuik Platoon 

.. 44 

Thexder II 

.... 25 

Drakkhen 

. 39 

Midwinter 

. . 30 

TV Sport Basketball . . . 

.... 34 

Foundation of Dreams . . . 

. 34 

PGA Tbur Golf 

. . 34 

UMS II 

.... 39 

Harpoon 

. 38 

Railroad TVcoon 

. . 38 

Ultima VI 

.... 44 

Harpoon Battle 2,3,4 .... 

,. 21 

Secret of Monkey Island . . 

. . 39 

Wing Commander .... 

.... 45 

Harpoon Scenario Editor . . 

. 26 

Secret of Luftwaffe 

...34 

World Atlas 

39 


Air Combat $29 

A-10 Tcink Killer 34 

Austerlitz 34 

Buck Rogers 33 

Bar Games 34 

Borodino 34 

Battle Master 35 

B.S.S. Jane Seymour 36 

B.A.T. 33 

Battlehawks 1942 34 

Corporation 35 

Blue Max 34 


AMIGA 

Dragon Strike $34 

Dungeon Master 2 Call 

F-19 Stealth 38 

F-29 Retaliator 35 

Finest Hour 39 

Harpoon 39 

Ishido 37 

Immortal 34 

Killing Game Show 31 

Loom 38 

MlTink 38 

Midwinter 28 


Overrun $39 

Pirates 29 

Pool of Radiance 34 

Power Pinball 29 

Prince of Persia 29 

Power Monger 34 

Second Front 34 

Storm Across Europe 38 

Tbst Drive III 39 

Viking Child 34 

Wings 34 

Xenomorph 39 


MANY MORE 
INSTOCK! 


SPECIAL! 


SOUNDBLASTER 

$155 


CMS Chips 

.Call 

MIDI Interface .... 

.Call 


AMIGA HARDWARE 

EXT 3.5 Floppy 

$109 

512 RAM Expansion 
for A500 $79 


EUROPEAN MAGS 

• Games Machine 
• The One • Amiga 
Action • Amiga Format 
• Amiga User 
International • Ace 
$5.95 without disk 


Amiga, Atari ST, C64, 
and IBM supported. 
Special orders welcome 


115 Route 35 
Eatontown, NJ 07724 
Hours: Mon.-Sat. 9-9 EST, Sun. 12-5 EST 


European Imports in Stock! • Same Day Shipping • Clue Books in Stock! „ m.r. 

_ Fax: (201) 542-3654 

ORDER: 1-800-477-7706 in nj call: (201) 542-46O8 
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The Fall of the Mutants 

seueoT MOMfi hchocs 


Your Favorite 
Mutants In The 
Ultimate Battle 


Your Favorite Super-Hero In 
His Toughest Chailenf 


The master-illusionist Mysterio has 
kidnapped Peter Parker’s wife, Mary 
Jane, and tciken her to an abandoned 
movie studio. There he waits, with 
an assortment of tricks, traps and 
surprises, for the Super-Hero he 
assumes is Parker’s friend — but is 
really Peter Parker himself: The 
Amazing Spider-Man. 

Become the famous web-slinger 
as he infiltrates the studio to save his 
wife — your strange, potentpowers 
vs. Mysterio’s devious, and 
dangerous, schemes, which include 


poisonous gases and electrified 
floors. And be prepared for 
Mysterio’s robotic sentries, perfectly 
disguised to resemble anyone, even 
Mary Jane! 

Spin webs, climb walls, even call 
on the infamous “spider-sense” to 
warn you of danger! But the special 
powers alone aren’t enough. To 
defeat Mysterio, and save Mary Jane, 
you’ll need all the resourcefulness, 
stamina and courage real Super- 
Heroes possess. 


Based on an actual series of X-Men com- 
ics (issues 225-227), X-Men II: The Fall of 
the Mutants thrusts your characters into the 
middle of one of the greatest battles ever 
fought in any Marvel comic. 

The forces of Order and Chaos are at war, 
and Earth’s fate hangs in the balance. Chaos, 
in the form of a demon lord known as The 
Adversary, has managed to warp time itself, 
and only the X-Men can restore order — 
provided, of course, they can aiso defeat 
Freedom Force: a group of mercenary mu- 
tants hired to eliminate the X-Men at any 
cost. 

Choose your team of five X-Men from 
among 1 5 provided, among them Wolver- 
ine, Cyclops, Iceman, Phoenix and 
Nightcrawler. Watch all five battle simulta- 
neously in combat, with you controlling 
any Super-Hero you want. Battle nine arch- 
villains and six distinct groups of henchmen 
in unique locations that can change with 
each new game. 

Pick your team, and let the battle begin! 



Watch For Go For The Gold 2,0 — Itie Enhanced Frequent Buyer’s Club 
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L ^pemfesonThsAnKing 

SptteiS.t, .KGK»jp,lnc. 


n^RAGON SOFTVME' 

Marketed by MicroProse Software, Inc. 

180 Lakefronl Drive • Hunt Valley, MD 21030 • (301) 771-1151 
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Red-hot tactical combat in the cold vacuum of space! 
y Wage a campaign of galactic struggle between 
/ the Terran Overlord Government and the ^ 
f i j Renegade Legions. Now SSI applies the power 
i j of the computer to re-create FASA's premium^^^ 

/, science-fiction game! jW / 

^ M -y / 


IFRSC 


IBM EGA Displays 


RENEGADE LEGION: >>. 

^INTERCEPTOR propels you into a distant A | 

future where war rages on a stellar scale! ^ \ 

Take command of a fighter squadron and fly with the -N., \| 
Elite Forces of either side of this never-ending struggle. 

Dogfight with deadly 69th Century starfighters — 24 standard 
fighter types are included, or custom design your own! 

Arm fighters with high-tech weaponry, such as mass- 
driver cannons, lasers, electron and neutron particle guns 
and many types of missiles! 

Fly over a dozen mission types, including anti- 
piracy, space station defense, enemy fleet 
interceptions and wild melee engagements! 

p RENEGADE LEGION: INTERCEPTOR 

Iw Ship-to ship space combat at its very best! 

To order: visit your retailer or call; 

® 1-800-245-4525, in the U.S.A, & Canada, 

Bq X to charge on VISA or MasterCard. 

HB To receive SSI's complete product catalog, 

send S1. 00 to: 

Strategic Simulations, Inc. 

675 Almanor Avenue, Suite 201 
Sunnyvale, CA 94086. 

RENEGADE LEGION and INTERCEPTOR are registered trademarks dt FASA Corporatinn and 
are used under exclusive license. £1990 FASA Cnrpdratidn. 

T1990 Strategic Simulations. Inc. All ngtits reserved 
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Review 


When You're in Corn* 
mand, Commandl 

(Continued from page 41) 

and serves as a good introductory scenario which will continue 
to challenge experienced players long after the game is mastered. 

The WWII scenario begins at a point in early 1942 and adds 
armor, aircraft carriers and air units to the game. The reduced 
American navy is based in Hawaii and off of north-eastern 
Australia, the Jap>anese navy is at home and can strike in any 
direction. The Germans and Russians are heavily engaged and 
Britain is in a weakened state. The allies need time l^cause, with 
their larger economy, they can eventually prevail if they can con- 
duct some early, skillful defense. 

This is a similar situation to that offered in the 1986 "WW 111" 
scenario. Here, everything gets added to the game: oil, nukes, 
satellites, killer satellites ("k-sats"), foreign aid and intelligence 
scans. These latter two items are used during the "two-minute 
drill" of cold-war diplomacy and maneuvering before either player 
has the option to declare war (and, also, during any truce which 
the players might agree to). 

Peacetime, that lull before the shooting begins prior to the 
WWIIl and WWIV scenarios, is an interesting game of politics and 
economics. Income is generated much faster during these 
periods of non-combat, so the purchasing of new units becomes 
much easier. Furthermore, units may be "teleported" to new (and 
more threatening) locations at will during peacetime. The only 
way to get an idea where the enemy is concentrating is to con- 
duct an intelligence scan, which will show you the positions (al- 
though not the types) of enemy units across the board. 

During peacetime and wartime, foreign aid can be used to 
"buy" the allegiance of neutral countries. The going rate is $10 bil- 
lion per city or base in the country. If the enemy invades a 
neutral during a war, the other player can often buy their loyalty 
wholesale on the foreign aid market Buying loyalty during 
peacetime is vital for giving the player a strategic area in which 
to base troops for the forthcoming conflict. Areas around the Mid- 
dle East and other oil-producing regions become foreign aid 


"sink holes" in no time as both players often contest each other 
around these imfxjrtant strategic locations. 

The Russian player begins the WWllI scenario with a huge army 
has which must strike hard and fast in order to secure a solid 
enough economic base to achieve total victory. Thus, all of 
Europe must be overrun, and the Middle East seized quickly, 
with a minimum of casualties. This done, the fleet much be 
launched across the Atlantic before the Americans can prepare a 
profjer defense. This usually means staging the Russian army in 
through Cuba. For the Allies, tenacity is the key. The Suez and 
Panama canals are the keys to op>erational flexibility and efficient- 
ly mobilizing the economy is a paramount concern. Keep a satel- 
lite over the North Atlantic to watch for that Russian fleetl 

The WWIV scenario (circa 2023) again uses every option. In 
this scenario, however, Capitols and territories are assigned ran- 
domly (for the two "new" superpowers). Players begin dead even 
in terms of resources and starting funds, each with no armies 
and few allies, but plenty of money to purchase both. The five- 
minute cold-war interlude becomes an exhilarating, frenzied race 
to formulate a grand strategy and then conduct it from the 
ground up. No doubt this one will become the hard-core player’s 
scenario of choice. 

The final scenario has no year, being dated ???? It presupposes 
the collapse of governments, so that the world is naught but city- 
states (and oil wells) ripe for the picking. Each player begins 
with only his capital, $50 billion and the world to conquer. This 
might be thought of as the Empire scenario. The enemy’s capital 
must be discovered and captured in order to win the game. This 
scenario uses no nukes, satellites, k-sats, foreign aid or intel- 
ligence scans. It is just a good, old-fashioned, hammer and tongs 
slug-out kind of strategy game. 

Surveillance 

The beauty of this game is its handling of limited intelligence. 
Players simply do not know how the enemy is maneuvering be- 
hind the lines. Each unit has a "radar range", which is the dis- 
tance at which it sp>ots enemy units. Naturally, aircraft units and 
carriers have the longest range and infantry the shortest When 
playing the WW III or fV scenarios, satellites can be launched 
which park over a certain p)art of the globe and inform a player 

of everything the 
enemy has there, except 
for submarines. During 
peace-time, the only real 
clue as to the position of 
any enemy forces is 
through the use of an in- 
telligence scan. This, 
though, pre-sents its own 
drawbacks. The cat-and- 
mouse aspects of using 
satellites and killer-satel- 
lites is yet another ele- 
ment of conflict and sub- 
terfuge in Command 
HQ. 

Fortunately, the ques- 
tion of "what can the 
enemy see of my for- 
ces?" is easily answered. 
A simple keystroke 
reveals the "common" 
units visible to both 
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sides. Thus, the screen shows all 
enemy forces discovered, but only the 
player’s units which the enemy can 
currently "see." It is hard not to gloat 
after finding out that the enemy has 
no clue about the huge invasion ar- 
mada heading his way. Such is the na- 
ture of war. 

Combat Doctrine 

Combat is by attrition and tends to 
be protracted enough for players to 
have a chance to react. Each unit has 
a strength bar which runs along its bot- 
tom. As units suffer casualties, this bar 
shortens. Units may be "repaired" at 
friendly objectives, with ships limited 
to finding repairs at dock spaces only. 

Thus, over time, units will become 
revived and able to fight another day. 

This method of unit "replacements" is 
infinitely cheaper than repurchasing 
units as reinforcements. Salvaging the expensive units (carriers 
and armor) is especially impxsrtant for this reason. 

When land and naval units engage another unit in battle, they 
acquire a "facing." Units attacked from directions other than their 
facing suffer additional damage from those attacks (thus, armor 
overruns and infantry airdrops can become decisive). Further- 
more, each unit "shoots" only once per turn, but can be attacked 
by as many units as can be brought to bear against it. Thus, 
flooding a defender with several attackers will keep an attacker’s 
casualties low. 

Air units can deliver devastating air strikes, but also abstractly 
fight each other (with the computer determining failed mission 
and aircraft eliminated results). Airpower is vital to any opera- 
tion’s success due to its enormous sighting and combat ranges. 

Ships have different "arm’s lengths." Carriers can strike from a 
good distance, while cruisers must have their icons touching the 
enemy they wish to bombard. Submarines, on the other hand, 
must have their icon overlap the enemy to be attacked. Thus, a 
well-managed naval battle will go to a solid combined arms navy. 

Nuclear Viability 

Nukes are a touchy point in this game. At the time of this writ- 
ing, the penalties for the use of nukes has been greatly increased 
over previous test versions [EcL: Amen!]. The first player to use 
a nuke Is at a particular disadvantage. [Ed.: Not only politically, 
but pragmatically correct!] On the upside, an entire mass of 
enemy troops can be wiped out, with naught but a nuclear waste- 
land where they once stood. ]Ed.: This Is the upside?] On the 
downside, allies and "their forces" will defect to the other player 
or become neutral, while neutrals might throw in with the enemy! 
One drawback in the game’s artificial intelligence is that the com- 
puter player will never use nukes. Thus, the penalty is twice as 
severe when playing against the computer as opposed to playing 
against another human player. Two other limiting factors concern- 
ing nukes is that a player cannot use nukes if he has nuked his 
opponent three times without retaliation and, if too many nukes 
are used, a nuclear winter can be triggered. 

Advanced Functions 

Command HQ is an extraordinary pleasure to play because so 
many user comfort features were built in. When one "zooms" in 


the map to observe an operational 
area of the strategic board, the zoom 
window can be altered to one of three 
different sizes, each centering on the 
targeted area. "Macro" functions can 
also be programmed for a player’s 
convenience. Usually, this entails 
programming an instant zoom to a 
hotspot with a single keystroke. As bat- 
tle reports come in, there are several 
ways for the player to instantly zoom 
to the crisis spot, and the destinations 
for one’s troops and the paths they’ll 
take are quickly and easily accessed. 

The "gee whiz" features of Com- 
mand HQ are threefold and quite 
remarkable in a strategy game. One al- 
lows the player to switch sides at any 
point in a game. Whether the com- 
puter is kicking one’s booty and the 
player wants to check out what’s 
going on on the other side, or when 
conducting a 2-player game on a single computer, it’s a remark- 
able function. Secondly, there is a feature which can instantly 
turn any solo game into a two-player game. Call it the old "care 
to join me?" feature. 

Rnally, each game, when concluded, is saved as a "film" 

(which, in turn, can be stored in a file). Not only can this film be 
reviewed (from either side’s perspective, or only showing the 
units common to both sides’ observations) allowing one to study 
strategies and discover why certain things did and didn’t work 
(and perhaps learn how one’s opponent thinks), but there is also 
an extra feature. While watching a film, at any point, it can be 
turned back into a game! Thus, if a player wants to go back to a 
certain point and "correct his mistakes," he can. It allows players 
to explore all the options available at decisive points in the war. 
This is an outstanding feature for students of Command HQ to 
revel in, and one which sets this game above the pack and will 
give it a long life in the computer strategy game market. 

Intelligence Gaps 

The computer "player" has certain inherent limits to its 
capabilities as an opponent. Aside from the aforementioned fact 
that it (rather sanely) never uses nukes, it is also loath to con- 
duct "fleet tactics" when maneuvering its navy, opting instead to 
send ships out singly or in pairs, rather than in large, protective 
groupings. The computer is also limited in that it will not conduct 
airdrop missions. Finally, the artificial intelligence does not dis- 
criminate against different objectives. It "sees" every oil well, city 
and base as the same type of "target," and thus will not con- 
centrate on, say, oil objectives, even though it is suffering a ter- 
rible shortfall in fuel. 

Prognosis 

If there could be "winners" in a global war, it would have to be 
all the players of Command HQ. MicroProse and Ozark 
Softscape have redefined how computer strategy/war games can 
(and should) be played. The tense, real-time pressure of warfare 
against another human player in a true test of strategy is the 
most challenging and rewarding experience that enthusiasts of 
this genre of game can hop)e to achieve. Despite the fact that a 
computer opponent can never quite challenge a player as a live 
opponent can. Command HQ offers the best of both worlds. 

This is the game we’ve all been waiting for. CQW 
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Secret Weapons 

(Continued from page 1 7) 


economy. The irony is that strategic 
bombing’s great contribution was that it 
pulled the Luftwaffe up in 1944. With 
long range escort fighters we were in a 
position to destroy the Luftwaffe over Ger- 
many, which gave us the air superiority 
that made Normandy possible. 

***** 

CGW: Getting back to the dam-busting 
raids. You had low-level torpedo attacks 
in Battlehawks 1 942. Will you include 
the dam-busting raids in SWOTL? 

Holland: Not as a specific mission in 
which you fly against the dam and use 
skip bombs to attack it. However, you 
will be able to select the dams as 
strategic high-level bombing targets. 

CGW; Why are you excluding the dam- 
busting raids? 

It’s a matter of scope. The game will 
concentrate on American bombing cam- 
paign and will emphasis the American at- 
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titudes and decisions. To include the 
British attacks on the dams would re- 
quire the expansion of the game beyond 
the present scope. 

CGW; So the game is primarily from 
the 8th Air Force perspective? 

Murray: It is entirely from the 8th Air 
Force perspective because Larry is not 
even including B-24s in the game. 

****** 

CGW; The dilemma in computer games 
that try to recreate history is that the his- 
tory of the battle Is already known. From 
a game design standpoint, history takes 
away the fog of war. The task here is to 
put the fog back into the battle. 

Holland: I’ve been thinking about that 
issue too. 1 have already been asking 
Professor Murray how they figured out 
how effective the bombing was. Of 
course, the Allies had a great leg up on 
the Germans because they had Ultra, 
which was the best source of information 
about how effective our bombing was. 

But if you take away Ultra then the fog 
of war really comes in. Additionally, 
reconnaissance flights were subject to 
variable weather. There could be a long 


delay in finding out how effective a raid 
was. 

Murray: For example, in the Battle of 
Berlin Harris [chief of Bomber Com- 
mand] hit them at the end of November 
’43 and because of the cloud cover they 
didn’t get their first pictures until 
Febmary ’44! In terms of figuring out the 
effectiveness of his attack, he had no 
idea for almost three months. 

Holland: So weather will play a part in 
the campaign game. Certain targets are 
unavailable because you cannot see 
them. Or you hit them but may not get 
the results of your attack because of 
weather conditions. 

CGW; So you plan to use the weather 
and clouds as a very literal "fog of war” 
element. 

Holland: Yes. 

CGW; Are you planning to use Ultra as 
a variable level of information? 

Holland: Yes. There was randomness 
in the way Ultra worked. They did not get 
100% de-encription. That gives us a little 
latitude to play with the information we 
give the player. CQW 
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Reader Input Device 


On the R.l.D. card provided opposite 
page 4, please rate the following games 
(only if you have played them!) and ar- 
ticles (if you have read them) by using a 
letter grade scale (I.e. A to F). Just rate 
the games as if you were an educator. 
As with the world of education, the scale 
will translate to: 

A = Excellent 
B = Above Average 
C = Average 
D = Below Average 
F = Failure 

If you wish, you may assign pluses (+) 
or minuses (-) to your letter grade (i.e. 
B+, B-, C+, C-, etc.). As always, rate only 
those games that you have played. 

Demographics 

(List the appropriate number) 

1. What is your age ? 

1 = Under 14 years old 

2 = 14-17 years old 

3 = 18-20 years old 

4 = 21-30 years old 

5 = 31-35 years old 

6 = 36-40 years old 

7 = 41-50 years old 

8 = 51+ years old 

2. What machine(s) do you play games 
on? 

(List all numbers that apply. List the 
machine you use most often first, the 
others in descending order of use). 

1 = IBM, clones, Tandy 

2 = Amiga 

3 = Apple 8 bit 

4 = Apple llgs 

5 = Atari ST 

6 = Atari 8 bit 

7 = C-64/128 

8 = Macintosh 

9 = Other (specify) 

3. How much time do you typically 
spend playing computer games each 
week? 

1 = Less than 2 hours 

2 = 2-5 hours 

3 = 6-10 hours 
4=1 1-20 hours 

5 = 21-30 hours 

6 = 31+ hours 


Conversions Received 

Anarchy (Psygnosis) Amiga 

Dark Heart of Uukrul (Broderbund) IBM 

DragonStrike (SSI) Amiga 

Ishido (Accolade) Amiga 

King’s Quest I: Enhanced Version (Sierra) IBM 

Loom (LucasFilm) Amiga 

Out Run (SEGA) Atari ST, IBM 

Pipe Dream (LucasFilm) Apple 

Pool of /Radiance (SSI) Amiga 

Puffy’s Saga (GBI Soft) C64 

Rastan (Taito) IIQS 

War Eagles (Cosmi) IBM 


Games 

4. Rpe Dream (LucasRIm) 

5. Unreal (UBI Soft) 

6. Star Control (Accolade) 

7. Ishido (Accolade) 

8. Citadel (Postcraft Int.) 

9. Legend of Faerghail (Reline) 

10. MegaTraveller 1 (Paragon) 

1 1 . Silent Service II (MicroProse) 

12. Ultima V (Origin) 

13. Starflight 2 (EA) 

14. Battlechess II, Chinese Chess 

(Interplay) 

15. Pictionary (Domark) 

16. King’s Bounty (New World) 

17. Wings (Cinemaware) 

18. Spot (Virgin Mastertronic) 

19. Guns or Butter (Mindscape) 

20. Buck Rogers Countdown to 

Doomsday (SSI) 

21. A-10 Tank Killer (Dynamix) 

22. The Punisher (Paragon) 

23. Projectyle (EA) 

24. Bard’s Tale III (EA) 

25. Red Storm Rising (MicroProse) 

26. Duck Tales: The Quest For Gold 

(Disney) 

27. Stratego (Accolade) 

28. Tennis Cup (Electronic Zoo) 

29. Nobunaga’s Ambition (Koei) 

30. Their Rnest Hour (LucasFilm) 

31. Railroad Tycoon (MicroProse) 

32. SimCity (Maxis) 

33. Ultima VI (Origin) 

34. Harpoon (Three-Sixty) 

35. M-1 Tank Platoon (MicroProse) 

36. Command HQ (MicroProse) 

37. Secret of Monkey Island (Lucasfilm) 

38. Stunt Driver (Spectmm Holobyte) 

39. Wing Commander (Origin) 

Articles 

40. Command HQ Review 

41. Secret Weapons of the Luftwaffe 

Sneak Preview 

42. Wing Commander Review 

43. Over There 

44. DragonStrike Review 

45. Industry Update 

46. Star Control Strategy, Part II 

47. Scorpion’s Tale: The Secret of 
Monkey Island 

48. Scorpion’s View: Altered Destiny 

49. The Global Dilemma: Guns or Butter 

Review 

50. Sound Board Survey 

51. Stormovik SU-25 Review 

52. The Punisher Review 

53. Their Rnest Hour RAF Strategy 

54. Strike Aces Review 

55. Wings Review 

56. Spot Review 

57. D.R.A.G.O.N. Force Review 

58. Gen-Con Report 

59. Rumor Bag 

60. Editorial 
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Taking a Peek 


TQkin9 <i Peek 

(Continued from page 10) 


the player much to discover en route to 
the legendary Cheyennes’ gold mine. 
This action adventure game does not 
(yet, we’re assured) support sound 
boards for the IBM version. Amiga, Atari 
ST, IBM, Macintosh ($39.99). Circle 
Reader Service #5. 

Spectrum Holobyte 

2061 Challenger Drive 
Alameda, CA 94501 

STUNT DRIVER: if there’s a feature 
missing from this program, we sure can’t 
find it. A state-of-the-art automobile driv- 
ing/race/stunt simulator. Stunt Driver 
also throws in such features as custom 
track design, multiple opponents, 
modem head-to-head play, full VCR 
replay options, multiple car types, han- 
dling variables and lots more. Higher 
resolution graphics and sound are pretty 
much for the faster machines only. IBM 
($49.95). Circle Reader Service #6. 


Designers’ 

Notes 

(Continued from page 50) 

take place without a significant strug- 
gle with the cultists. 

The Oracle expands on the story by 
revealing some information about a 
pureblood who might have some useful 
information. He has been captured by 
the "tuffs" of the mutant village of Ok- 
karn. The goal of this mini-quest is to 
free the pureblood, against the objec- 
tions of the mutants holding him, in 
order to learn that Lord Dominix has im- 
prisoned Captain Equitus of Xantinium 
in the town of Yvrium. Dominix’s plan is 
to convince Lady Cassia, Equitus’ 
mother, that the mutants have taken 
and killed her son. If she were to 
believe this, even the normally open- 
minded Cassia might be convinced to 
Join Dominix’s war against the mutants. 

Returning to the Oracle for a final con- 
sultation, the player’s character is en- 
couraged to find and rescue Equitus be- 
cause he should be able to help stop 
the war. Those who play Dekker, the 
human tuff or Jakka, a human-appear- 
ing mutant, can simply walk into Yv- 



Colorado 


Walt Disney Computer Software, Inc. 

500 S. Buena Vista Street 
Burbank, CA 91521 

DOCKTALES, THE QUEST FOR 
GOLD: One thing Disney knows is how 
to tell a tale. DuckTales has a nice 
scavenger hunt action/exploration story 
to help carry along the adequate 
graphics in this adventure/arcade game. 
Flying the airplane and exploring the 
mountains. Jungles and caves require con- 
siderably more dexterity than some 
youngsters may possess, but the game is 
recommended for ages eight and up. 


rium. Of course, those who play Varigg, 
the green mutant, need to wear a 
slave’s collar to enter the city. To get a 
collar, though, one will have to ambush 
a party of human slavers and take it by 
force. 

In Yvrium, the gossip is full of the ex- 
ploits of Bessek, a renegade mutant 
who attacked Lord Dominix and nearly 
killed him. Bessek is being held until 
the next running of the Mutant Games, 
where he will be executed in gladiatorial 
combat. Naturally, it becomes of 
paramount importance to free Bessek, 
a hero to the mutants. Then, the 
lih>erated Bessek can direct the hero or 
heroine to the Subs, a secret society of 
mutant freedom fighters who live 
beneath the streets of Zero Town. Upon 
arrival, the leader of the Subs explains 
that Captain Equitus is being held in the 
tunnels beneath Dominix’s palace. He 
also reveals that the keys to Equitus’ 
cell should be In the possession of Caf>- 
tain Theodus, chief of Dominix’s guard. 

By posing as the servant who brings 
Theodus his meals, it is easy to slip into 
the Captain’s quarters and find the 
keys. Talking to the town historian, as 
well as to its resident thief, uncovers the 
secret that the dry well in the northwest 
corner of town can be used to enter the 
underground tunnel system. Those who 



Stunt Driver 

IBM ($44.95), Amiga, C-64 ($29.95). 
Circle Reader Service #7 

MICKEY’S CROSSWORD PUZZLE 
MAKER: This is definitely the game one 
would like to have their 1st through 4th 
grader playing on the school Apple com- 
puter. The clues and words are right at 
that level, and the kids can play solitaire, 
against one of three computer characters 
(from Goofy to Mickey) or play against 
other kids by sharing the same com- 
puter. Creative kids (and parents/ 
teachers) can invent puzzles to reflect 
this week’s spelling words, and even 
print them out! Apple II series ($39.95). 
Circle Reader Service #8. CGVV 


enter the depths of the forgotten 
catacombs must negotiate the dark and 
dangerous remains of an ancient fallout 
shelter. If one can avoid harm from the 
variety of mutated giant rats, hideously 
deformed humans and other beasts, it 
is possible to locate Equitus’ guarded 
cell. 

The freeing of Equitus brings about 
the dramatic endgame sequences which 
tell the conclusion to the story. In this 
sequence, Equitus reveals the 
treachery— and deception— of Dominix, a 
mutant himself! Equitus is made the 
new Lord by the people (mutants and 
purebloods alike) so that he and the 
Lady Cassia may usher in a new era of 
peace and brotherhood. The player’s 
character is made the new Lord of the 
mutants of the plains, as a reward for 
valor and courage. 

The Bottom Line 

From the beginning, the player of Bad 
Biood is made aware that his goal is to 
help avert a civil war between the 
pureblooded humans and their mutant 
cousins. In the story’s conclusion, that 
war is averted by the unmasking of 
Lord Dominix’s dark secret about his 
less-than-pure heritage. Thus, hypocrisy 
in high places is uncovered and Justice 
is brought to light. CGVV 
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Editorial 


Five-Star 

Observations 

★ ★ ★ ★ ★ 


"If restaurant critics can quantify a sub- 
jective experience such as dining into a 
five-star rating system," mns the logic, 
"why can’t CGW offer a rating system 
along with their reviews?" We hear from 
readers and advertisers alike that we 
should rate software on a standard scale. 

Frankly, the issue comes up for 
editorial discussion from time to time 
and has been rejected for several 
reasons. Rrst of all, we feel that the 
ratings provided by our readers are a 
standard. If we were to provide a 
reviewer’s rating along with each review, 
we would be contaminating the readers’ 
ratings that we depend upon. Many 
readers would tend to simply follow the 
leader in rating the games, instead of of- 
fering their honest opinions. 

Second, there is no real standard when 
different criteria are involved. If the same 
person were reviewing every piece of 
software, the numerical rating would 
mean something because the same 
criteria would be utilized in the same 
way. Since we use several different 
reviewers, the ratings would be extreme- 
ly uneven, according to their tastes. 
Some have suggested that we could 
ameliorate this unevenness by using 
three ratings per review. Of course, our 
readers’ ratings offer a more consistent 
means of providing a quantitative rating 
by using considerably more than three 
ratings per game. So, why change a suc- 
cessful formula? 

Further, getting three ratings per review 
would take more logistical effort should 
the ones providing the ratings be "out-of- 
house." However, should the magazine 
use three "in-house" reviewers to provide 
the ratings, there is considerable risk of 
contamination. One reviewer might have 
been set to give a program a 94% when 
he discovers that his colleague thinks the 
game deserves a 62% and another col- 


league thinks it’s a 57%. It is to be ex- 
pected that the 94% might drop very 
quickly into, at least, the 70% range. 

"The rating would be Wind," you say? An 
"in-house" reviewer would still know from 
the reactions of colleagues as they look 
at the game how they are receiving it. 

Third, CGW readers tend to be vora- 
cious readers. Over and over again, we 
are told that they read our magazine 
from cover to cover. Numerical (or even 
icon-based) ratings tend to discourage 
reading. How many people would "waste" 
their time reading a review of a one-star 
game (or one that didn’t manage to earn 
a "passing grade" on a 100-point scale)? 
Yet, one reviewer’s 53% might be another 
person’s 93% and the latter might never 
discover that game upon seeing that 
53% rating. 

Fourth, one push toward numerical 
ratings comes from our advertisers. 

Many of them have so much confidence 
in their products that they wish for a 
venue where they can "take on" their 
competition head-to-head and show 
everyone which product is best. Unfor- 
tunately, many of these marketing execu- 
tives have not completely thought 
through the notion. Whereas Siskel & 
Ebert’s "Thumbs Up" or "Thumbs Down" 
in a movie review will be one of a multi- 
tude of evaluations for a film, there are 
only a few magazines where readers can 
gain impressions of a computer game. 
Such a "quick and dirty" means of 
"reviewing" a game could be devastating 
to a good product or misleading with 
regard to a bad product. 

In the long run, we believe our readers 
are better served with the ratings 
provided by a larger sample and printed 
in the center of our magazine. Except for 
paiktographies (i.e. game-o-graphies) 
where one reviewer compares all the 
games in a given genre, those are the 
only ratings you’ll see in CGW. CGW 
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FOUR COMPUTER H/\CKERS AREABOUTTO 

RAID YOUR DISK DRIVE 



No computer will go unscathed, as 
Ultra's version of Teenage Mutant Ninja 
Turtles storms into your disk drive to duke 
it out with Shredder —a maniac more 
menacing than an army of mind-altered 
Bruce Lees. 

But if they're to survive, you must 
command the role of each turtle, rumbling 
through a maze of Mouser™ infested 
sewers, criminally polluted rivers and alleys 
patrolled by the fanatical Foot Clan™ 

Along the way, search for bonus 
weapons like the Triple Shuriken. You'll 
have to also think fast, switching turtle 
identities in order to match their karate 
skills with those of the enemy. 

So grab your joystick and nunchukus, 
then control every leap, chop, slice and 
dice, until you splatter Shredder senseless 
or get yourself hacked into turtle soup. 

Now featuring the ULTRA "GAA/IE 
SAVE" command. 



G A M £ S 


Teenage Mutant Ninja Turtles,' Shredder™ Foot Clan™ and Mouser'™ are registered trademarks of Mirage Studios, USA. All Rights Reserved. Used with permission, 
“ Based on characters and comic books created by Kevin Eastman and Peter Laird, © 1 989 Mirage Studios, USA. Exclusively licensed by Surge Licensing, Inc IBM' 
is a registered trademark of International Business Machines, Inc. Commodore* is a registered trademark of Commodore Elearonics Ltd. Amiga' is a registered 
trademark of Commodore-Amiga, Irx. ULTRAGAMES' is a registered trademark of Ultra Software Corporation. © 1989 Ultra Software Corporation. 

Teenage Mutant Ninja Turtles Is available for IBM, Commodore and Amiga. 
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